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OK, so Chainmail’s replacement is here and it’s time to kick the tires and give 
it a test drive. That means a battle report so we’re going to head into a 
dungeon and trash the place. I recently picked up one Starter Box / Entry 
Pack and five boosters of Dungeons & Dragons Miniatures and ended up with 
a pretty nice assortment of miniatures, fifty-six in all. 


After sorting things out I had 101 points of Chaotic Good models but only one 
commander in the form of an Elf Ranger. I wouldn’t worry too much about 
his low (2) command value but with only 15 hit points I don’t think he’ ll cut 
the mustard right now. Maybe I’m wrong but that will have to wait for 
another game as the CG troops get put aside. In looking at my Chaotic Evil 
models I didn’t pull a single commander. As much as I want to use the 
Umber Hulk and Large Fire Elemental that I got doing so without a 
commander seemed to be a very bad idea. The nice selection of Drow troops 
that I got will do well together but also not without a commander to lead them 
so, like the CG guys, they get put away. 


So, with that it was decided, almost out of necessity, that this battle would be 
between Lawful Good and Lawful Evil parties. With a nice number of Lawful 
Good models I first had to choose a commander. The Sword of Heironeous 
and the Cleric of Order were both present and both could have been used but 
in the end it would be the paladin leading the group alone. Hmm, Large Earth 
Elemental? Yes please, [’ll take one. As The Thing would say, “It’s 
cloberrin’ time!” With about 2/3 of points (in a 100 point battle) gone the rest 
of the party had to take shape and more heavy hitters were not likely. The 
party was rounded out with a Dwarf Axefighter, a Sun Soul Initiate, a Man-at- 
Arms and a Human Commoner. 
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Battle Report 


Ten points were left and the only LG models still on the table were either too 
expensive or would leave the party at under 100 points and I hate coming in 
under-points. Two Lizardfolk, who are not picky about who they travel with, 
filled the gap nicely. 


More than 25% of the models I pulled were Lawful Evil and that doesn’t 
include the six that can play for either evil alignment (Zombies and 
Skeletons). Five command models (Mind Flayer, Human Blackguard, and 
three Half-Ore Fighters) meant that there would be no shortage of an iron-fist 
to keep the troops in order. The Mind Flayer was tempting but in the end it 
would be the Human Blackguard backed up by a Half-Ore Fighter. To strike 
a balance between ranged and melee combat three Goblin Sneaks were first 
added to the party. A nice hail of crossbow bolts will put those namby-pamby 
Lawful Good guys in their place. To get a slight numerical advantage three 
Skeletons and a single Kobold Fighter were taken. None are exactly what 
you’d call quality troops but a wave (ok a ripple) might bring victory to the 
evildoers. 


For the scenario a slight tweak to the “Contested Ground’ game found in the 
rulebook was used. The Shrine was placed in the center, but each statue in the 
game held a gem that had to be collected by using an attack action. On turn 
five the victory condition for the contested ground would come into play but 
with a change that included the gems. The party that held the Shrine for two 
turns would win the game, but they also had to be holding more gems than the 
other party. This would hopefully lead to some running around the dungeon 
and prying gems out of the statues and maybe some side combats away from 
the Shrine itself. A climactic ending was hoped for. 


DEPLOYMENT 


Tile and army deployment can be seen below. Entry/Starting tiles went in 
opposite comers and then filling in of the other six from the starter box 
proceeded with the scenario requirement that the Sacred Circle be placed in 
the center of the map. The additional mission of collecting gems from each 
statue could have resulted in them being placed right next to, or as close as 
humanly possible, to the Entry/Starting tiles but things were kept pretty 
reasonable for this, our first game. 


Army deployment was done with getting to gems and getting into battle very 
much in mind. To the right you can see the key to each miniature’s code on 
the map. The Human Blackguard’s force was set up to take possession of a 
gem on turn | and then move towards the center of the board and then fight 
over the Shrine. There are two other gems to collect on the way (and in) to 
the Shrine and hopefully possession of them will be accomplished right when 
the inevitable melee breaks out there. The Goblin Sneaks will be expected to 
move into position as quickly as possible and then let fly with crossbow bolts. 
Them being restricted from moving and firing in the same turn will reduce 
their effectiveness, but their speed could prove useful for picking up a stray 
gem. 


The Human Blackguard and Half-Orc Fighter are both quality fighters but not 
having any large models is a concern. I haven’t decided yet if they are really 
needed all of the time, but I’d at least like to have one out there to look cool. 
The Kobold Fighter is definitely there to take a hit for someone and if he gets 
lucky enough to hit an enemy then that’s just icing on the cake. If I had more 
Kobold models I’d have taken more in the army. The Skeletons here to back 
up the two main fighters and are also considered expendable, but maybe not as 
much as the Kobold. 


On the more righteous side of the board the army is split more in half in terms 
of expendable and quality troops. The first four LG models listed I would 
consider my quality troops and the Dwarf Axefighter’s rather low cost (12) 
but very decent hit points (30) make him a model that I think I’ll consider in 


future games. The Large Earth 
Elemental is a bit of a guilty 
pleasure. His high Difficulty (12) 
will probably end up trying my 
patience but it will being a smile to 
my face when he gets to pound 
someone into the ground. 


Human Blackguard 
Half-Ore Fighter 
Skeleton 

Skeleton 

Skeleton 

Goblin Sneak 
Goblin Sneak 
Goblin Sneak 
Kobold Fighter 


At the start of the game the Human 
Commoner will break towards the 
gem to the North of their 
deployment and then head even 
further North in an attempt to 
quickly pick up a couple more. 
He’s all sorts of weak so just about 
anyone can take him out. Taking 
too many risks will likely result in 
gems scattered on the floor around 
his dead body. 


Sword of Heironeous 
Sun Soul Initiate 
Dwarf Axefighter 
Large Earth Elemental 
Man-at-Arms 

Human Commoner 
Lizardfolk 

Lizardfolk 


The Man-at-Arms and Lizardfolk 
will act in a supporting role and will 
hopefully bolster melee combat for 
the more powerful fighters in the 


party. 


A very distinct lack of ranged weapons on the Lawful-Good side is quite 
troublesome indeed. Of course, both armies were built with the troops that 
were available in one starter and five boosters so that’s how the cookie 
crumbles I guess. 


Once the setup and deployment was complete I made a mental note that it 
reminded me more of a board game than a tabletop miniatures game. I don’t 
feel good or bad about that yet, but it did cross my mind. 


TURN 1 


A whole lot of movement and not much else going on during turn 1. The LG 
party won the initiative roll and below you can see the activation order, in the 


blue box. 


The Human Commoner (LG6) and Half-Ore Fighter (LE2) both used combat 
actions to pick up gems. The Half-Ore before a move and the Human 


Commoner after one. 


The advantage of the double-move action(s) are immediately evident, 
especially when using troops with a 6 move value. I can only imagine how 
fast an army built to surge forth would move. This could be truly devastating 
as long as you can maintain some kind of command over your troops. 


Human Commoner 
Man-at-Arms 

Goblin Sneak 

Goblin Sneak 
Lizardfolk 
Lizardfolk 

Human Blackguard 
Skeleton 

Large Earth Elemental 
Dwarf Axefighter 
Goblin Sneak 
Kobold Fighter 

Sun Soul Initiate 
Sword of Heironeous 
Skeleton 

Skeleton 

Half-Orc Fighter 


The Shrine has two visitors right off 
the bat as one of the Goblin Sneaks 
and one Lizardfolk both step onto 
the tile. The gem in the statue will 
present a tempting target but getting 
into the sacred circle and starting a 
fight is also a top priority. As much 
of a priority is to keep any 
opponents out of the areas that 
provide the combat bonus. If both 
sides are getting the bonus we might 
as well not be fighting in it at all. 


I have a feeling that the Abattoir 
will not see any use at all since the 
LG army already has troops past it 
and really has no need to head into 
it unless they are chasing enemy 
troops that are carrying gems later 
in the game. 


TURN 2 (next page) Human Blackguard 
Half-Ore Fighter 
Skeleton 

Skeleton 

Skeleton 

Goblin Sneak 
Goblin Sneak 
Goblin Sneak 


Kobold Fighter 


Ok, business starts to pick up on 
turn 2, but not before the LG party 
rolls a natural 20 for their initiative 
roll. Man, hope that’s not a waste 
of a twenty! 


The turn order is again presented in 
the blue box (also on the next page 
along with the turn 2 map). The 
Sun Soul Initiate moved through the 
Shrine and set upon the Goblin 
Sneak (LE8) and immediately 
snapped its thin neck. The Human 
Man-at-Arms then moved into the 
Shrine and got ready for the wave of 
evil that he was certain would surge 
forth. 


Sword of Heironeous 
Sun Soul Initiate 
Dwarf Axefighter 
Large Earth Elemental 
Man-at-Arms 

Human Commoner 
The two remaining Goblin Sneaks Lizardfolk 

went next. One loosed a crossbow Lizardfolk 

bolt at the Sun Soul Initiate and his 

aim was true. The other beat feet around the corner and headed towards a 
better firing position towards the North end of the board. The Human 
Commoner and Large Earth Elemental moved next and each headed towards 
their objectives. Something to smash for the elemental and more gems to 
collect for the farm-boy that found himself pressed into action. 


Two Skeletons (LE3 and LE4) both took double moves, one heading into the 
Treasure Room in an effort to get into position to collect a second gem for the 
CE party and the other got into the face of the Sun Soul Initiate hoping to 
exact some revenge next turn. The Sword of Heironeous and the Dwarf 
Axefighter also both took double moves and got into the Shrine room and got 
ready to put steel to the evil bastards coming their way. 


The remaining Skeleton (LE5) and towards the gem in the North-East section of the map. He was able to get 

the Half-Ore Warrior took double right up to the statue with a double-move. The Skeleton (LE5) that had 

moves to get into what they were moved into a charging position last turn did in fact charge the Sun Soul 

hoping would be prime positions to Initiate and rolled a critical hit which brought the monk down. The forces of 

charge from. good responded with the Dwarf Axefighter charging and cutting in half the 
Kobold Warrior. The 10 points of damage that the Axefighter caused was 

Both Lizardfolk took actions next more than enough to kill the diminutive reptilian. The Lizardfolk already in 

with one (LG7) moving and the fray (LG7) swung at the Skeleton that just got done killing the Sun Soul 

attacking the Skeleton (LE4) and Initiate and brought the undead to the ground. The activation list for turn 3 

severing the magical energies that can be seen on the next page. 

brought the monster 

back from the dead. 

A pile of bones 

littered the floor. The 

second reptilian 

moved over to the 

statue and claimed a 

second gem for the 

forces of good. 


The second turn of the 

game closed with the 
Kobold Fighter growing a pair and moving up to poke his spear 
at the Sun Soul Initiate. The dark gods must have smiled upon 
the puny warrior as he struck the monk squarely. Even though 
he was on the verge of death (having lost 10 out of his 15 hit 
points) he held his ground and stayed in the fight. Finally, the 
Human Blackguard approached the battle, but instead of coming 
right into the fray he started to move around the Southern edge 
of the Shrine room. 


TURN 3 (right) 


If turn 2 was a warm-up then turn 3 got us knee-deep in the 
dead. The CE party won initiative (19 to 8 if you’re wondering) 
and things started off with a Goblin Sneak (LE6) hightailin’ it 
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Goblin Sneak 
Skeleton 

Dwarf Axefighter 
Lizardfolk 

Skeleton 

Goblin Sneak 

Large Earth Elemental 


Human Commoner 
Human Blackguard 
Half-Orc Fighter 
Sword of Heironeous 
Man-at-Arms 
Lizardfolk 


The Skeleton (LE3) in the Treasure 
Room picked up the gem and made 
his way towards the fighting. The 
other Goblin Sneak (LE7) took at 
shot at the Dwarf Axefighter but his 
aim was not true. The Human 
Blackguard roared into the combat 
and used his Smite Good ability to 
hit the Sword of Heironeous for 20 
points of damage. The good 
paladin stood firm but knew that a 
terrible blow had been dealt. 
Another like that would surely 
mean defeat. Not one to turn down 
an opportunity for a fight the Half- 
Ore Fighter charged into the 
Lizardfolk (LG7) and left his 
lifeless body lying on the cold stone 
floor. 


As it turns out all of the killing, but not all of the fighting, had been done for 
the turn. The Sword of Heironeous struck back at the Human Blackguard, 
using Smite Evil, and while it was less powerful than the evil fighter’s blow 15 
points of damage was the result. The human Man-at-Arms and the remaining 
Lizardfolk came to the aid of the paladin and the human was able to connect 
for 10 more points of damage while the Lizardfolk could not make good his 
attack. 


TURN 4 (below) 


The Sword of Heironeous struck back at the Blackguard and hit him, causing 
another 10 points of damage. If things went according to their current course 
the paladin would soon lose this battle of attrition. She simply did not have as 
many hit points as the Blackguard and would soon fall. The Dwarf Axefighter 
went next and made room for the Large Earth Elemental while closing with 
the Half-Ore Fighter. The dwarf’s attack hit the half-breed for 10 points of 
damage. 


The other remaining Goblin Sneak loosed a shot and hit the Dwarf Fighter, 
pissing him off quite a bit but the wound was not too threatening yet. The 
Half-Orc then struck back and things became a bit more desperate for the 
dwarf as he lost another 10 hit points. The Large Earth Elemental then 
(finally) moved in and obliterated the Half-Orce Fighter with massive earthen 
fist that caused 25 points of damage. In a desperate attempt to aid the paladin 
the Human Man-at-Arms swung at the Blackguard but missed. 


Each side only had one model left to end the turn with so the remaining 
Skeleton took a double-move towards where the Blackguard was fighting and 
the Lizardfolk swung at the Blackguard but his aim was no better then the 
Man-at-Arms and he missed too. 


TURN 5 (above) 


Initiative swung back in favor of the 
LG party for round five and the 
number of bodies that hit the floor 


Sword of Heironeous 
Large Earth Elemental 


Initiative remained with the CE 
party for round 4 (18 to 16 if you’re 
keeping track) and they 
immediately tried to press their 
attack on the Sword of Heironeous 
and put ht paladin out of action. 
Out of two attacks from the Human 
Blackguard one hit and caused 
another 10 points of damage. Had 
the other not missed not only would 
have the paladin been killed but the 
Large Earth elemental would have 
vanished from the battlefield. See- 
ing that the Human Commoner was dangerously close to the Shrine and was 
carrying two gems one of the Goblin Sneaks (LE6) shot at him and a very 
well aimed shot killed him and both gems that he was carrying fell to the 
stone floor. 


Human Blackguard 
Goblin Sneak 

Sword of Heironeous 
Dwarf Axefighter 
Goblin Sneak 


Half-Orc Fighter 
Large Earth Elemental 
Man-at-Arms 
Skeleton 

Lizardfolk 


was increased. The Sword of 
Heironeous, knowing that if she fell 
the evil forces would easily mop up 
her remaining troops, disengaged 
from combat and moved away from 
the Blackguard. Once at a safe 
distance she cast Cure Moderate 


Goblin Sneak 
Goblin Sneak 


Man-at-Arms 
Lizardfolk 

Human Blackguard 
Skeleton 


Wounds on herself. The Large 
Earth Elemental then moved over 
towards the Blackguard, hoping to bolster the Man-at-Arms and Lizardfolk 
before they fell. Both Goblin Sneaks unloaded on the Dwarf Axefighter and 
brought him down as one of the sneaky gits scored a critical hit. Both the 
Man-at-Arms and the Lizardfolk swung at the Blackguard and missed. It 
would end up being their last acts on this world as he struck back and dropped 
both of them. The turn ended with the remaining Skeleton moving North to 
challenge the Sword of Heironeous. 


TURN 6 (next page) 


Momentum stayed with the forces of Good and the Large Earth Elemental 
swung twice and connected twice with the Human Blackguard. The evil 


Goblin Sneak 
Skeleton 


fighter was torn apart by the 
elemental’s blows. The 
Sword of Heironeous ran 
towards the closest Goblin 
Sneak (LE7) and put her 
sword to the goblinoid. 
Having no leader the 
remaining Goblin Sneak and 
Skeleton found themselves 
at a distinct disadvantage. 
Each could only take limited 
moves and each tried to get 
closer to the gems that lay 
scattered on the floor. 


TURN 7 (below) 


Two bright spots came up for 
the forces of Evil in turn 7. 
First, they won the initiative 
roll even without a 
commander. Second, the 
Goblin Sneak took a 
desperate shot at the paladin 
and actually hit. The 
Skeleton moved up to the 
holy warrior and attacked but 
missed. A returning blow 
from the paladin splintered 
the bones of the Skeleton 
leaving the Large Earth 
Elemental free to lumber 
back across the Shrine and 
pick up a gem, but he would 
need to hold the Shrine 
trough turn 8 to guarantee a 
hee = Goblin Sneak 
Skeleton 
TURN 8 (below) Sword of Heironeous 

; a Large Earth Elemental 
By some miracle the lone goblinoid won the 
initiative roll. His only chance to win the battle 
would have to come in the form of a critical hit against the Sword of Heironeous. That 
would not only kill the paladin but also send the Large Earth Elemental back from whence 
it came. His aim was not true and the crossbow bolt shattered against the rock wall behind 
the paladin. The Sword of Heironeous then picked up the gem dropped by the Skeleton 
and moved into the Shrine. The elemental picked up a second gem and took a single move 
action. The game was clinched for the forces of Good and the Goblin Sneak slinked off 
into the darkness with a middle finger extended in defiance. 


AFTERMATH 


That was very — enjoyable, 
especially for the first time playing 
with the new Dungeons & 
Dragons Miniatures rules. 


The inclusion of missile troops in 
the Lawful Evil party definitely 
helped their cause even though 
they ended the game on the losing 
side of things. The slow rate of 
fire of the Goblin Sneaks did make 
them a bit less effective than I 
would have liked but they did 
prove useful and their very low 


Large Earth Elemental point cost did not bother me in the least. The Kobold 
Sword of Heironeous 


Fighter probably earned his keep but just barely. He’s 
dirt cheap and I might consider taking a larger group of 
them in the future. Just make sure you have someone 
close to them when the real fighting starts or you could 
see them head for the nearest dark corner to hide. 


The Skeletons did ok but really didn’t stand out as must-haves in 
my mind. The seem to be more ‘filler’ and less ‘killer’ right 
now. Having two command models is not bad at all. The Half- 
Orc fighter proved to be competent but with just 20 hit points he 
has a bit of a glass jaw. On the other hand, the Human 
Blackguard is massive and will likely see work in just about any 


LE party. 


There wasn’t too much to be disappointed about over on the 
Lawful Good side. The Lizardfolk did well and point for point I 
think they are a better value than the Skeletons (4 points for a 
Skeleton and 5 for a Lizardfolk). The Man-at-Arms and Human 
Commoner are almost throw-aways considering their really low 
points cost, but both of them did well enough to warrant their 
inclusion this time around. 


Even though both of them ended up buying the farm the Sun 
Soul Initiate and the Dwarf Axefighter both did well. The 
Axefighter’s 30 hit points and high AC served him very well and 
his Cleave ability will have to wait until next game to exploit. 
Taking a chance to run him into a group of enemy figures might 
be the way to go. Also, costing only 12 points will mean that as 
soon as another one comes up in a Booster box he’ll likely form 
a duo. Having two attacks could prove very deadly when using 
the Sun Soul Initiate but only 15 hit points and a moderately low 
AC (yes, he has some special abilities that boost it in certain 
circumstances) bring him down a small notch. On the other 
hand, his very good speed and low cost are bit plusses. 


Ill have to reconsider taking the Large Earth elemental next 
time. Yes, he’s brutal and can cause massive damage but he’s 
rather slow and if his Commander Ally gets killed you’ve lost a 
massive amount of points as they both get pulled from the game. 
Costing only 35 points for such a high damage potential, and a 
good AC and huge hit points, will keep him in my mind though. 
The Sword of Heironeous worked out well as a commander but 
she will have trouble standing toe-to-toe with higher level 
models, as she should. With the appropriate backup she could 
be very effective against them though. Against low and medium 
level models I’d expect a lot out of her. 


Ok, now for the obligatory comparison to Chainmail, which I 
loved and was very disappointed at its cancellation. The new 
game is just a tad easier to pick up and that will make it easier 
for rp’ers to jump into as an ‘entry’ miniatures game. I liked the 
command and control rules from Chainmail more, but I’m 
hoping that the D&D Miniatures Handbook will either bring 
them back or expand on the current rules. 


The plastic figures are lower quality but they’re pre-painted. 
The rare ones tend to look the best and if you look at them as 
game pieces then it seems to not matter as much. I’m very 
happy that the metal Chainmail and Dungeons & Dragons 
miniatures will be usable as soon as their plastic counterpart is 
released. I’m sure that I’m not alone in being a former 
Chainmail player that has lots of painted figures that are ready to 
go dungeon stomping in the new game. 


The battle map and tiles keep the board game feel and I ended up 
being ok with that. What I’d really like to see is lots more tiles 
and even fully detailed folding maps like with Heroclix. 


I’m sure that a few things were done wrong in getting to know 
this new game for the first time, but overall it was very 
enjoyable, fast paced and easy to pick up. 


It started out as a normal run for the crew of Orbital Transport Seventeen. 
They were bringing crates of supplies down from the orbiting cargo vessel for 
the planetary defense forces. This had been going on all week and today was 
the last run. Everyone was eager to be finished and take a break in town. 


The drops were going to a forward PDF fire base. This desert was hot in more 
ways than one. OT17 was on final approach when a single missile arched up 
from a nearby hill. The transport's ECM system was on, but luck was not with 
the crew. The missile hit and the transport disintegrated not 300 meters from 
the landing pad. 


Though the ship and crew were destroyed, the deep space cargo containers 
survived. Within an hour, the PDF fire base sent out a team to recover the 
supplies. They arrived at the site just as a squad of Mercenary CAV showed 


up. 
It wasn't going to be an easy day for either side... 
Scenario: Scavengers! 


Objective: 
The winner is the player who exits the most objective counters off the back of 
his deployment zone. 


Set Up: 

(1) Set up the terrain in a mutually agreeable configuration 

(2) Randomly deploy six objective counters. Find the center of the board and 
roll a scatter die and a d10. Place the counter d10" away in the direction 
of the scatter die from the center. Roll the dice again and move the 
counter d10" away from this new spot in the direction of the scatter die. 

(3) Follow normal CAV deployment rules. 


Scenario Rules: 

Any model, except a missile, may pick up and carry a single counter. Picking 
up or setting down a counter counts as an Action. To claim a counter, the 
model carrying it must move to be in base contact with the edge of the board 
and spend an action to drop the counter off. A model carrying a counter that is 
eliminated leaves its counter where it was destroyed. 


Game Length: 
The game continues until all counters have been removed from the board or 
one side has been eliminated. 


Michael's Force Composition 


This is my second CAV battle report for Fictional Reality. Last time Brian 
easily beat me - it wasn't a pretty sight. That was a slugging match - last man 
standing kind of a game. This time, however, we have an objective six, 
actually - and I have to get a majority of them off the board. 


Right, so with that in mind - and with what CAV I have painted, here's my 
2,000-point force list: 


Battle Report 


Section One: Assault (1,077 points) 
1 Dictator w/ ECCM pod, veteran WSO @ 398 points 
1 Tyrant w/ ECCM pod, veteran WSO @ 323 points 
2 Pumas @ 178 points each 


Section Two: Fire Support (921 points) 
2 Specters w/ ECCM pods @ 337 points each 
1 Whisper Missile and Launcher @ 247 points 


The plan is that Pumas from Unit One will grab the counters while the 
Dictator and Tyrant provide close support. If Brian manages to get any 
counters, the Dictator and Tyrant will destroy his model and the Pumas will 
pick up the counter. 


Unit Two will provide long range fire support with the Whisper missile 
available to take out any major CAV that try to get in the way. 


Now, with only 7 models, I'll only have 2 cards. This could be a problem, but 
I've not got a wide range of choices for painted models yet. There's lots of 
stuff in the "Silver Surfer Brigade" but I try to never play with anything that 
isn't painted. 


Brian's Force Composition 


I did it, again. I volunteered to do another CAV battle report for “Fictional 
Reality.” But, I like the game so it was not a great effort to talk me into 
participating. At 2000 points I knew that I was not going to be able to take a 
preponderance of CAVs. Fortunately, I had recently painted up a couple of 
Lances, Poltergeists and Fenri, so I knew that I wanted to bring them along for 
the ride. The Fenri would go well with my Hedgehogs as fast movers. I 
would need speed since the mission called for grabbing tokens on the board 
and transporting them back to my edge of the table. For muscle I chose a 
Scorpion (Vet Pilot and WSO) and a Starhawk V (Vet WSO). I wanted to get 
as many models on the table as possible so both Hedgehogs and Fenri 
received no crew upgrades. 


I put a stand of Heavy Infantry with AT-23 Missile Packs in each Hedgehog 
because I had never fielded infantry before and I wanted to find out how the 
would perform. With the rest of my points I purchased two Lance tanks (Vet 
WSOs in both) and one Poltergeist...just in case I ran up against enemy 
infantry. I divided my force into three sections. The Scorpion would be all by 
it’s lonesome. The airborne contingent would comprise a section while the 
tanks and the Starhawk V would be my third section. This would give me 
three cards in the draw deck. I was crossing my fingers hoping that Michael 
would only have enough models for two sections. 


My plan was fairly simple. The flyers would move out and grab as many 
tokens as possible while the rest of the force would provide covering fire. In a 
pinch, the Scorpion could go for a token. The Scorpion’s good movement, 
along with its ability to ignore terrain modifiers meant that it would be able to 
move around the landscape quickly. Keep it simple, stupid. 


DEPLOYMENT 


Michael's Mercs will be using the Black cards. Brian's PDF will be using the 
Red ones. 


Brian deploys his Hedgehogs behind a hill and his Fenri Gunships in the 
riverbed. 


Brian deploys his Starhawk V, both of his Lances, and his Poltergeist on the 
other side of the river. 
Card: Black 


Michael deploys his two Specters behind the mountain and his Whisper 
Missile Launcher behind a hill. 


Brian deploys his Scorpion to the left of the Lances. 


Card: Black 

Michael deploys one Puma to the left of the two Specters the other Puma 
along with the Tyrant and the Dictator are deployed behind the hill near the 
Whisper missile launcher. 
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Brian’s Deployment 
Michael's Analysis 


The final deployments leave both of us in range to grab to two counters on 
turn one. This leaves two counters in dispute - and they are on the far side of 
the mountain from me! Brian has lots more units that I do - a total of 9 to my 
7. This gives him 3 activation cards to my 2. As such, he has a tactical 
advantage here. However, most of his units - with the exception of the 
Scorpion - are fairly weak and can't take much punishment. Hopefully some 
concentrated shooting will even the numbers out. 


TURN 1 


Card: Black 

Michael activates his Assault Section. Puma 1, on the right, moves forward 
and picks up the counter on the backside of the mountain. With the rest of the 
CAV's movement, the Puma moves back to the rear of the deployment zone, 
ready to drop the counter on Turn 2. Puma 2, on the left, moves forward and 
picks up the counter in front of the hill on the left. The Puma makes it half 
way back to the rear of the deployment zone. The Dictator advances across 
the road and stops in the shadow of the hill. From here he makes an indirect 
fire attack at the right-most Hedgehog. Michael gains Target Lock - the Area 
of Effect of his shot covers both Hedgehogs, but neither suffers any damage. 
The Tyrant advances up the hill and stops hull down behind a small rise. It 
also fires indirect at the two Hedgehogs. Both are within the missiles AoE but 
only one suffers | hit. 


Brian activates the Scorpion and it scuttles over the riverbed and up the side of 
the mountian. It stops and fires at the Dictator. The Scorpion does not achieve 
target lock, but does manage to score two damage points on the Dictator. The 
Dictator misses its return shot. After shooting, the Scorpions scuttles back 
behind the mountain. 


Brian activates the Starhawk and advances it up on the hill to his right. The 
CAV stops hull down behind a rocky outcrop and fires on the Dictator. With 
achieving target lock, the Starhawk manages to score | more damage point on 
the Dictator. Brian then moves his tanks forward across the river. The 
Poltergeist reaches the far side and the two Lances stop in the dry riverbed. 


Card: Black 

Michael moves the right most Specter forward, around the curve of the 
mountain, and fires at the Poltergeist. He achieves target lock and scores two 
damage points. The Poltergeist fails his suppression test. Michael then moves 
the Specter up the mountain and goes hull down. Michael moves the other 
Specter forward and fires on the Poltergeist as well, scoring one more damage 
point and then moves into the cover of the mountain. Finally, Michael moves 
the Missile launcher forward and fires the Whisper missile. The missile travels 
across the board, ending behind the cover of the landing platform. 


Brian advanced Hedgehog 2, the undamaged one, to the counter on the hill to 
his right and picks it up. The Hedgehog then returns to the edge of Brian's 
deployment zone in the dry riverbed. Brain advances hedgehog | to the 
second counter on the hill, picks it up and joins Hedgehog 1 in the dry 
riverbed. Brian flies Fenri 1 over the hill and shoots at the Dictator. He does 
not achieve target lock and misses the CAV. The gunship then circles back 
around over the hill. Fenri 2 flies forward and picks up one of the two 
counters located on the mountain and then moves back toward Brian's 
deployment zone. 


On the next page are photographs of the activity from turn | and the look of 
the battlefield at the end of the turn. 


2001 Christmas Sophie 
Sculpted by Werner Klocke, 


72mm, Sophie 
a Sculpted by Werner Klocke, 
Product Number 1406, 


2002 Christmas Sophie 
Sculpted) by Sandra Garrity 
Product Number 1/404 


2003 72mm Christmas Sophie 
Sculpted by Werner Klocke 
Product Number 1408 


www.ReaperMini.co 


Models pictured painted by Anne Foerster. Sophie, Reaper and respective logos are Copyright © 2003, and trademarks of Reaper Miniatures, Inc. All Rights Reserved. 


Michael’s Turn 1 Analysis 


As predicted, we each were able to grab the two counters near our deployment 
zone - but Brian's fast aircraft were able to grab an additional one. 


My plan for this turn was to try and even out the number of units by 
concentrating fire - first on the Hedgehogs and then on the Poltergeist. In 
retrospect, I should have closed with the two counters on the far side of the 
mountain. I did damage the Poltergeist severely, but my Dictator got pretty 
messed up in the process. Hmm... 


Turn 2 


Brian activates his airborne section. Both Hedgehogs dump their counters and 
then turn around to advance on the mountain. Fenri 2 goes to the board edge 
and drops its counter then returns along the riverbed. Fenri 1 swoops down 
and grabs the last chit and heads for home. 


Card: Black 

Michael activates his Fire support section and the Whisper missile slams into 
the back of the Starhawk CAV. The missile gains target lock and scores three 
damage points. Michael then advances both Specters into the plain between 
the mountain and the river and fires at the Fenri gun ship with the last counter. 
Neither CAV gains a target lock and their combined fire only scores two 
damage points against the Fenri. 


Brian activates the Scorpion and it scuttles around the mountain to get a clear 
shot at the Dictator. With target lock, the Scorpion manages to score two more 
damage points before it retiring to the top of the mountain. 


Brian now activates the rest of his force. The Lancers leave the dry riverbed 
and fire at one of the two Specters. The first one scores two damage points but 
the second misses. The Specter's return fire misses. The Poltergeist attempts 
to repair itself and fails. The Starhawk fires on the damaged Specter but fails 
to damage it. 


Card: Black 

Michael goes last for the turn. Power dumps his Dictator and moves onto the 
side of the mountain. The Dictator's last gasp does not secure a target lock 
against the Starhawk and does no damage. The smoking ruin collapses on the 
spot. The Tyrant attempts indirect fire at the Fenri with the counter. The 
WSO misses his target lock and his drift check - the missiles fall short. Puma 
1 dumps his counter and then runs up next to the damaged Hedgehog. He 
acquires target lock and scores a damage point on the APC. The second Puma 
drops his target and then moves between the mountain and the hill. He fires a 
single shot at the Fenri with the counter and destroys it. 


Michael's Turn 2 Analysis 


This turn, Brian now has control of three counters - so I'm playing for a tie. As 
such, the single Fenri with the counter is a "fire magnet". I was amazed that it 
took so many shots to kill it. Oh, and the one Puma shot on the Hedgehog? 
That was because I didn't think I had range to the Fenri. 


As for the Dictator, he had only one column left, 
so he decided to go out with a blaze of glory. 
Only, it so happened to be a spit and fritz with lots 
of smoke - "full of the sound and fury, signifying 
nothing". 


One good thing, I finally scored a hit with my 
Whisper. I usually bring this unit in my forces, but 
I've never managed to score a hit. I will definitely 
be adding a couple more to my (painted) force. 


As with turn 1, photographs of turn 2 activity and 
the end of the turn can be seen on the next page. 


Brian activates the Scorpion which scuttles down the mountain and picks up 
the dropped counter. It goes to ground in the riverbed, not far fro the edge of 
the board. 


Card: Black 

Michael activates the two Specters. Neither one moves and both unload their 
missiles at the Scorpion - scoring one damage and forcing a Suppression roll. 
The Scorpion fails its Suppression roll and misses its defensive shot. 


Card: Black 

Michael activates his remain CAV models. The two Pumas advance into the 
riverbed behind the Scorpion and fire. Their shots do no damage. The Tyrant, 
however, has better luck. It closes with the Hedgehog on the hill and fires all 
its guns. The Hedgehog is destroyed. The infantry squad inside takes two 
damage from the remaining shots. 
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Brain activates his armor section. The Starhawk does not move and fires 
everything at the damaged Specter, destroying it. One of the Lancers moves 
forward to fire a the remaining Specter, but does no damage. The other Lancer 
turns and fires at one of the Pumas, destroying it easily. The Poltergeist fires 
at the remaining Puma but does no damage. Both the Specter and the Puma 
miss their return shots. 


Brian activates his airborne section. The Fenri gun ship fires on the remaining 
Puma, scoring two damage points, and then curves around to come in again 
next turn. The Puma misses it return shot. The dismounted heavy infantry on 
the mountain fires a missile at the remaining Puma and destroys it. The 
remaining Hedgehog drops its heavy infantry, who then take a shot at the 
Specter, scoring one damage point without target lock. 


Ah, turn 3 pics are right here! fire shots? 


- (MIT EN 


Michael's Analysis for Turn 3 


Well, when a plan falls apart, it really falls apart! In one turn I manage to 
loose three CAV! I'm down to two models and Brian still has 8! Plus his 
hardest unit - the Scorpion - is carrying away the final counter. 


At this point, even if I can stop the Scorpion, I don't think I can manage a tie. 
So, I'm playing for honor - Brian's gonna have to *earn* this win. Oh, and 
how ‘bout those defensive fire shots. 


Turn 4 


Card: Black 
Michael activates his Tyrant and advances it toward the Scorpion. The Tyrant 
gets target lock and fires all weapons and destroys the Scorpion. 


Brian activates his flyers. The Fenri gunship swoops down and picks up the 
final counter, and then heads behind the hill at the far left end of his own 
deployment zone. The Hedgehog and two Infantry squads fire on the 
remaining Specter. They manage to destroy it with three damage points. 


Card: Black 
Michael has no CAV to activate. 


Brian activates his remaining models, which all fire on the Tyrant. When the 
smoke clears, all the two Lancers, the Poltergeist, and the Starhawk were able 
to do was score a single damage point. 


Brain has nothing left to activate. 


Michael's Analysis for Turn 4 

So, right off the bat, the Tyrant dumps moves up and fires everything at the 
Scorpion. I manage to roll 16 and 14 (with all mods) and Brian rolls two ones. 
That scores a total of 6 damage points on the CAV, which rolls over and curls 
up its legs. 


That being said, the final counter is way out of range. I'm hoping to turn this 
into a Pyrric victory for Brian, but I'm just not killing enough of his models. 
Lets see what I can take down in the final turn. 


Turn 5 


There are now only 2 red cards and a single black card in the deck. 


The Fenri drops its load off the board. This will be the last turn of the game. 
The gunship returns and fires at the Tyrant, but does no damage. The Tyrant's 
defensive fire misses. The Hedgehog and two Infantry squads fire at the 
Tyrant, but only score one damage point. 


The Poltergeist and Lancers fire at the Tyrant. The Poltergeist does no 
damage, but the Lancers manage to score 2 damage points each - eliminating 
the Tyrant. 


Michael's Analysis 


That was horrible. No really - it was truly horrible. Brian was able to grab the 
extra counter in turn one and, from then on I was playing catch up. This game 
the dice were average for us both - some help and some hurt. So, my loss can 
only be ascribed to two things: tactics and force composition. 
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As for tactics, I should have deployed the Pumas in such a place as to grab the 
two "contested" counters first. That would have reversed the rolls, and put 
Brian playing catch up. The two closer to my side could have been picked up 
by other units instead. 


Once Brian got the chits, it was all I could do to slow him down. Some targets 
distracted my shooting, but in the end, that wouldn't have mattered as much as 
what I said above. 


Now, as to force composition - I really feel that I don't have enough options. 
By that I mean that I've only got 8 CAV painted. Sure I've got about three 
times that number either assembled or primed, but since I don't play with 
unpainted models - I've restricted myself too much. 


This hurts in two ways: first, it limits the number of activation cards I can 
bring - as most of my painted force is over 250 points. It also means that my 
opponent has a good idea of what I'll be fielding. For example, he can ignore 
soft-target weapons since all my painted force is hard target! 


So, in retrospect, I guess I'll be painting *a lot* before the next game! 
Brian’s Analysis 


Well, “keep it simple, stupid” worked out well for me. I guessed correctly 
that Michael would only have two sections on the board. That made a 
significant difference in how I was able to conduct the tempo of the battle. 
Every model pretty much did what it was supposed to do. The flyers flew. 
The muscle kicked butt. I was impressed with the Heavy Infantry. I will be 
bringing more of them in the future once I get some more APCs painted so 
that they don’t have to get their feet dirty. My poor Poltergeist did not really 
get to participate effectively since Michael brought no infantry to the party. 
The Fenri also performed magnificently. The both inflicted pain and misery 
on my opponent. The only part of the battle that I became a bit worried was 
when my Scorpion decided to expire on me. I’m still annoyed at the two 1’s I 
rolled that led to the untimely demise of my Scorpion. Oh, well. 


A fun time was had me. Despite some less than stellar dice rolling, especially 
for Target Lock, I was able to win the game. Having more models AND more 
fast models than my opponent made a great deal of difference in the outcome 


of our game. I am looking forward to next time. 


‘got land? 


cams Pattie Keport Roe 


To continue with our jam-packed issue of battle reports we’re going to check 
in with a game of Kryomek. The scenario, rules and miniatures for this game 
were taken from the combined starter set, a review of which can be seen later 
in this issue of Fictional Reality. 


This battle finds two beat-up units of NEXUS SWAT troopers who are trying 
to get to the opposite side of the battlefield for an extraction. Seems as a 
previous battle did not go so well and it’s well past time to bug out. Problem 
is that sensors have picked up several motion signals right in the area where 
they are going to be heading and that can only mean more KRYOMEK to deal 
with before they get to go home. 


The SWAT units consist of two 3-man units. One (Green) is armed with 
Recoilless Rifles (all three troopers!) and the other (Red) is armed with a 
Combat Rifle, a Gauss Rifle and a Light Flamer. They are all in powered 
armor and all have a healthy desire to get across the board before turn twelve 
when they automatically get overrun by the bugs. 


Over on the other side there are two Kryomek Warriors who get to act 
independently for this scenario. Normally, they would be grouped together to 
form a larger unit. Each is armed with a Bio-Acid jet, a template weapon that 
can have devastating affects, but at a limited range. There is also a 5-strong 
Unit of Hellions, a lesser 
evolved but still quite nasty 
in close combat, Kryomek 
warrior. 


The deployment map can be 

seen to the right. Each of the 

green Kryomek motivation 

counters will serve as a ‘blip’ 

in this game. These are the 

motion signals that the 

SWAT troopers are tracking. 

They represent either actual 

Kryomek models, false 

signals or a creature a 
(generally harmless) roaming 

in the area. Once a blip =) 
comes into LOS of a SWAT @ 
unit they will be revealed. If (e) 

it’s anything other than a iS) 
Kryomek unit it will be 

removed from the table, 

otherwise the appropriate 

unit will be placed on the 

table. The Kryomek player a 
has made a secret note as to et 

which blips represent actual ey 


troops. ro) 
So a 


In addition to the time limit 
on the game, 12 turns, and @) 
the ability (or rather the 
requirement) to field units at 
less than full strength to 
coincide with the troops that 
you get in the combined 
starter set there is also 
another special rule for this 
scenario and it concerns 
Kryomek unit —_ control. 
Normally this is 
accomplished with a 
Warmaster but since we 
don’t have any in_ this 
scenario all Kryomek units 
are assumed to always be 
under normal control. 


The deployment map also shows the first turn motivation of the NEXUS units. 
The map on the next page shows the result of the turn’s activity. 


TURN 1 


Each phase from the turn is detailed below along with some thoughts that 
came up during the game. 
Motivation NEXUS: Each unit is given ‘Move’ motivation 
KRYOMEK: All under command 
Panic & Pursuit None yet...thankfully 
Initiative NEXUS: 12 

KRYOMEK: 16 


At first I thought that losing the Initiative roll would hurt a lot, but when the 
bugs have eight activations to my two, at least until I get a visual on some of 
the blips, I don’t think it matters too much. Whether the SWAT win or lose 
the roll the bugs will get several activations all in a row at the end of the 
Activation phase. All I can do is try to set up some lanes that they have to 
move through so I can get LOS and force some reveals. 


Activation 


NEXUS: The heavy weapon troopers move towards 
the center gap between all three hills in an 
attempt to get some good lines of fire and 
sight. 

KRYOMEK: Blip movement 

NEXUS: Pretty much copying the actions and 
reasons of the first SWAT unit. 

KRYOMEK: Blip movement. Came into LOS of 
NEXUS forces and was revealed to be a false 
reading. 

KRYOMEK: Blip movement 

KRYOMEK: Blip movement 

KRYOMEK: Blip movement. Came into LOS of 
NEXUS forces and was revealed to be a 
Kryomek Warrior. 

KRYOMEK: Blip movement 

KRYOMEK: Blip movement 

KRYOMEK: Blip movement 


Since the bug came into LOS after the NEXUS units had completed their 
activations they could not fire on it. That will have to be remedied on turn 2. 


Close Combat 


No close up and nasty fighting going on yet, but I 
have a feeling that won’t be the case for the entire 
game. 


Regroup & Recover Nobody freaking out yet so no tests to take. 


Tidy 


No “Under Fire” counters to mess with yet. 
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TURN 2 


Motivation NEXUS: Each unit is given ‘Fire’ motivation 
KRYOMEK: All under command 

Panic & Pursuit None 

Initiative NEXUS: 14 
KRYOMEK: 12 


A bit of good news here for the NEXUS troops. Winning the Initiative roll 
means that they can take action on the visible Kryomek Warrior before he 
either scuttles off or charges in and sprays them with his Bio Acid Jet. 


Activation NEXUS: All three of the Recoilless Rifle troops 
(Green) fire on the visible Kryomek Warrior. 
Their shots are at -4 (-2 for range and —2 for 
cover). Shooting rolls of 2, 19 and 2 result in 
a single hit. The roll to cause damage is at — 
2, because the cover protecting the Kryomek 
Warrior is ‘hard’, and the roll of 12, which 
would normally damage the creature, is 
reduced to a 10 and bounces off his carapace. 
KRYOMEK: A blip skirted around the upper hill out 
of sight, for now. 
NEXUS: Not wanting to waste their fire motivation 
the second (Red) unit of SWAT troopers 
moved a bit to the North-West and got a 
visual on the just-moved Kryomek blip. It 
turned out to be nothing at all. 
KRYOMEK: A blip rushed forward too quickly to 
be anything other than a real threat and ended 
up being a Kryomek 
Warrior armed with a 
Bio Acid Jet. A stream 
of caustic liquid shot 
forth and bathed all three 
SWAT troops (map for 
turn 2 is on the next 
page). Damage rolls of 
6, 11 and 18 result in 
two of the SWAT troops 
melting along with their 
armor. The remaining 
member of the unit must 
take an immediate 
morale test and passes, 
just barely. 

KRYOMEK: Another blip, 
this time from the South 
part of the board rushed 
forth and as soon as it 
was spotted it was 
revealed as a mob of 
Hellions. They spotted 
fresh meat and surged 
forward. 

KRYOMEK: The Warrior 
that was shot at by the 
SWT unit that just got 
melted also surged 
forward. Had this been a 
human unit it would not 
have been able to move 
at all unless under 
‘Move’ motivation 
because it is now under 
fire. Ah, frailties of the 
human psyche. The 
Warrior also shot at the 
remnant of the first 
SWAT unit with his Bio 
Acid Jet but came up 
just a bit short. The lone 
SWAT shot back a one- 
fingered salute to the 
alien. 


Close Combat 


The up close rending of flesh 
has still not begun but it’s 
getting close. 


Regroup & Recover 


Luckily, nobody has loaded 
their pants yet, but the lone 
SWAT trooper has a 
permanent —2 to his morale 
score due to casualties taken 
by the unit. 


Tidy 


Both SWAT units had 
“Under Fire’ counters placed 
next to them for either being 
under fire themselves or too 
close to templates. 


Thoughts 


We went ahead and removed 
the other blips from the map 
since all of the Kryomek 
units have been revealed. 
Now, instead of being 
surprised at what is a real 
blip and what was a 
malfunction the NEXUS 
troops will have to be 
surprised at how long it 
takes, or doesn’t take, for the 
bugs to tear through them. 


The movement surge came 
very quickly and maybe a 
little sooner than I had 
expected but considering the 
pretty decent lanes of fire 
that were out there for the 
humans the bugs did need to 
make contact quickly and 
start putting heads to bed. 


TURN 3 


The map for turn three (right) has been cropped to only show the area where 
models are on the board. 


Motivation NEXUS: Each unit is given ‘Fire’ motivation 
KRYOMEK: All under command 

Panic & Pursuit None 

Initiative NEXUS: 3 
KRYOMEK: 1 


What could have started off as a devastating beatdown might be lessened by 
the KRYOMEK blowing their Initiative roll. Beating a 3 sounds easy until 
you rolla 1. 


Activation NEXUS: The last of the green unit fires into the 
Warrior that decimated his unit and scored 
not only a hit but also damaged the creature, 
but did not kill it. This causes it to go ‘shell 
down’ meaning that it will not fire any 
ranged weapons, whew, and only attack and 
engage enemy units that come within 40mm 
of it. I can guarantee that no human is going 
anywhere near it any time soon. 


KRYOMEK: The un-fired upon Kryomek Warrior moves up and again 
fires his Bio Acid Jet, but this time at the SWAT troops that just 


KRYOMEK: The Hellions continue to rush forth destroyed two of the Hellions. His aim is dead-on but it must 
towards their prey. have been a weak batch of acid as none of the humans fall. 
NEXUS: The light flamer is out of range but the KRYOMEK: The last Kryomek Warrior licks his wounds and remains 


combat rifle and gauss rifle pepper the ‘hull-down’ for the time being. 


Hellions and drop two of them. 
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4 Packs of all pewter fig- 
em ures, rules, templates and 
63 120 for $24.95, best intro- 
ductory deal in the industry! 
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Close Combat I expect the to hit the wall, 
or rather the wall hit me, 


next turn. 


I would not at all be 
surprised if some running 
away took place right after 
close combat next turn, 
unless of course nobody is 
left to run away. 


Regroup & Recover 


Tidy 


Counters are removed as 
needed. 


That could have gone better but it could also have 
been much worse. Taking out two Hellions was 
expected but killing one of the Kryomek Warriors 
would have really helped things for the NEXUS. 
On the other hand, living through the Bio Acid Jet 
shower was truly amazing and completely 
unexpected seeing how much damage it did to the 
other unit. Being happy with an ‘average’ turn is 
what I’ll have to be. 


TURN 4 


The enemy has closed into range to do what they do best and that’s rend flesh 
from bone. They are no longer coming, they are here. 


Motivation NEXUS: Each unit is given ‘Fire’ motivation 
KRYOMEK: All under command 

Panic & Pursuit None 

Initiative NEXUS: 18 
KRYOMEK: 4 


A good start to the turn is what the SWAT troopers need and winning the 

Initiative roll might be the jump-start that they need. 

Activation NEXUS: A well placed shot from his recoilless rifle 
blows apart the skull of the warrior and it’s 
lifeless body falls to the ground. He knows 
better than to breathe a sigh of relief as more 
than enough of the aliens remain to destroy the 
rest of the humans. 

KRYOMEK: The Hellions charge in and are close 
enough to make their Jmpetus check, nullifying 
any chance of their NEXUS targets to shoot at 
the incoming attackers. 

NEXUS: The other unit of SWAT troops are ready to 
fight for their lives! 

KRYOMEK: The last Kryomek Warrior slithers into 
close combat with the SWAT troops that just 
met the Hellions. 

Close Combat The Hellions did not match their fearsome reputation 

as they were all show and no go. No hits were 

scored by any of them as their dice were cursed. The 

SWAT troops fought for their lives and whether it 

was rifle butt, fist or rock to the head they managed 

to kill two of the smaller aliens. The Warrior, 
however, was truly a sight to behold as it tore one of 
the SWAT troopers into many, many pieces. 


Regroup & Recover Nada. 
Tidy Nada. 
Thoughts That’s almost exactly what the NEXUS needed. The 


loss of one SWAT trooper is problematic, but not a 
knockout punch. The Hellions really should have 
performed better but Ill take suck dice for my 
enemy any day of the week. Of course, they’ll do 
me the same courtesy. One Kryomek Warrior down 
and one to go. Yeah, if it were only that easy. Being 
able to get two shots into the first one was a big 
factor in taking it down. That luxury is gone with 
the second one. 
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TURN 5 


The enemy has closed into range to do what they 
do best and that’s rend flesh from bone. They are 
no longer coming, they are here. 


NEXUS: ‘Fire’ motivation 
for the red unit and 
‘Move’ for _ the 


Motivation 


green. 
KRYOMEK: All under 
command 
Panic & Pursuit None 
Initiative NEXUS: 12 
KRYOMEK: 19 


The bugs won the Initiative roll, but I’m not sure if 
things aren’t academic at this point when it comes 
to who goes first. We’re pretty much tangled up 
except for the lone (green) SWAT trooper. 


Activation 


KRYOMEK: The Warrior, already in hand to hand with 


the SWAT troops, was just nudged forward a 
tiny amount to nail both of them if possible. 


NEXUS: Seeing few options for saving his comrades 


the lone green SWAT trooper charged over to 
engage the Hellion in close combat. 


KRYOMEK: Hissed as the human charged in with the 


butt of his gun raised as a makeshift club. 


NEXUS: Waited for the inevitable beating that was 


Close Combat 


Regroup & Recover 
Tidy 


Thoughts 


TURN 6 


coming at the hands of the Kryomek Warrior. 


The green SWAT trooper brought the but of his 
recoilless rifle down on the head of the Hellion and 
smashed it open, killing the beast. The Hellion had 
missed its attack. As expected, the Kryomek Warrior 
tore apart both of the remaining red SWAT troopers. 
We’re down to a | on | fight. 


None. 
None. 


Maybe not what the NEXUS needed but not far from 
what was expected. 


Unless there is a massive amount of missing in the Close Combat phase I’d 
say the game is just about over on this turn. In fact, if it didn’t go in the 
KRYOMEK’s favor I’d be not just surprised, but shocked. 


Motivation NEXUS: ‘Fire’ motivation 
KRYOMEK: In control 
Initiative NEXUS: 4 
KRYOMEK: 11 


Thoughts 


I think we all have a pretty good idea of what is about to take place. 
Activation KRYOMEK: Slithers on over to the last remaining 
SWAT trooper. 
NEXUS: Not able to get a shot off before the Kryomek 
Warrior gets there. 


Close Combat The last remaining SWAT trooper is taken apart in 
rather messy fashion. 


Regroup & Recover None. 


Tidy None. 


Well, the NEXUS troops didn’t make it past 1/3 of 
the way across the board and that’s really my fault 
for moving up just a little and then waiting for blips 
to come into view. I think things would have worked 
out better had they stayed on the move and together 
and chewed up some real estate on the board. When 
they took shots they were pretty effective and 
suffering a mild penalty for moving probably would 
have been ok. 


The Hellions somewhat under-performed as they 
were taken down pretty easily. Well, on the other 
hand maybe they performed just right as they 
generally allowed the Kryomek Warriors to take care 
of business. The Warriors were just brutal. The Bio 
Acid Spray was just awesome, but you do have to get 
into range to use it which means that you’ll probably 
spend a couple of turns moving before being able to 
spray someone. It has a narrow enough stream to 
make you be careful about placement and missing 
with it (and then deviating) could easily reduce or 
eliminate its effectiveness. 


This battle was one of the scenarios provided in the 
Combined Starter Set, reviewed later in this issue, 
and used just the models in that box. The point 
values for this game came out to 169 for the NEXUS 
and 185 for the KRYOMEK. A slight advantage for 
the bugs and they ended up winning the game by one 
model. I’m looking forward to playing another game 
soon, but this time with full armies, including 
vehicles, Talos units, Swarm Masters and more! 
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DAG1005 Coils 1 $9.99 Werner Klocke 


This blister gives you two futuristic fighters, called Coils, (one male and one 
female) for the Forsaken army in Dark Age. They are armed with nasty 
looking batons (Morning Sticks) and a disk launcher that will send projectiles 
(Death Disks) about the size of CD’s down the battlefield. They are dressed 
in what I’d describe as gothic-looking armor, including corsets for both 
genders. There was a slight mold line that needed to be cleaned but no flash 
was to be found. Both figures are single-piece miniatures. The male is 
muscled, but not overly so as to look out of place. He’s holding a disk 
launcher in a firing position with his left hand and is retrieving another disk 
from a pouch with his right. His baton hangs off of his belt. A helmet and 
visor covers most of his head but a rather stern look can be seen on the bottom 
half of his face. The female is ready to bonk someone with her baton and her 
disk launcher is hung on her belt on her backside. She is rather well endowed 
but not enough to make you wince. Her waist is appropriately thinner than the 
males and she wears the same armor, except for the heels on her boots, of 
course. 


DAG1006 Coils 2 $9.99 Werner Klocke 


This second set of Coils gives you two more poses of the same troop type and 
I’m all for variety in units. Again you get one male and one female and right 
next to having a variety of troop poses having mixed units is usually a 
welcome sight in my eyes. That holds true here as both genders look equally 
in-place in this squad. The female in this blister is not wearing a helmet but 
it’s at her side. Her head is shaved and has a slightly elvish appearance but is 
very nicely done. Her disk launcher is held down in her right hand and her 
baton is extended forward in her left. The male is a two-piece model with his 
left hand, holding a disk, as a separate piece. The disk launcher is in his right 
hand and is ready to accept a new load. He’s in a much more compact pose 
than the others. These two had a bit more of a visible mold line that the first 
two and each had some flash that needed cleaning. The male of this pair 
needed the most cleaning of any of the four Coils. 


At about ten dollars for two man-sized rank & file troops these run a bit more 
than some others of similar size and scope. They are very nicely detailed and 
they do have uses outside of Dark Age, most present in my mind would be as 
slightly advanced techno-outlaws in d20 Modern or as gangers in Judge 
Dredd. 


DAG3006 Buzzblade #2 (2) $9.99 

| i his blister comes with two 
different poses of female 
Buzzblade warriors. Each 
figure comes in two parts, a 
body and a right arm. The 
first figure features a long- 
thin shield and right arm. 
The lower arm is covered 
by a glove and the upper 
arm, on the main figure, fits 
into a socket in the end of 
the glove. This provides 
both a snug fit and 
disguises the joint. There 
surface area is small, 
however, so you should 
definitely pin this. 


The second figure has a half cloak draped around her torso and the lower right 
arm fits into a notch under the cloak. The model is sclupted in a half-turn, so it 
takes a bit of fiddling to get the pieces to line up right. The fit is not as snug as 
on the other model, but the result is more dynamic. The surface area is also 
small, so be sure to pin this joint. 


Both models are sculpted with the signature Dark Age dominatrix stylings. 
The First Buzzblade is wearing a full head mask while the second has a spikey 


shield. Both ladies are dressed leather corsets with thong bottoms. Neither 
model has any flash or mold lines. 


These are excellent sculpts for the Dark Age line, however, the semi-bondage 
feel of the models might discourage some customers. Personally, I think it 
striking. 


DAG3003 Chitin $5.99 


The Chitin blister comes 
with one 3-part figure. The 
parts are the left hand with 
blade, right hand with 
blade, and body. The hands 
have a socket which fits 
onto a post sculpted at the 
end of the model's arms. 
Though this is a small area, 
I would not suggest pinning 
as the hand and blade is 
very small. Rather, use 
great care when gluing the 
model. 


The sculpt for the Chitin is 
very well done, with lots of 
detail on the face, hair and 
cat suit. There was only a little flash on the left hand. 


Like the Buzzblade, this model is dressed for a bondage party. She is wearing 
a tight leather corset with a high color that is open at the shoulders. She is also 


wearing long leather gloves and thigh-high boots. The details on the armor are 
astonishing! This is a figure that you should take extra time on - it will be 
worth it! 


DAG3005 Harpies (2) $9.99 


This blister comes with two 
harpie models. Each model 
has two mechanical wings 
which fit into sockets on 
her shoulders. Once also 
has a let arm that fits 
snugly into a socket on her 
shoulder. This arm should 
be pinned due to its small 
surface area, but the wings 
can be attached without 
pinning. 


Unlike the other models in 
covered so far, the Harpies 
are not dressed in cat suits. 
Rather they have leather 
bikini's with thong bottoms 
and hip boots. Is there a pattern here? The models weapons are knife-like 
gloves which appear much like the fingernails of Lady Deathstrike in "X-Men 
2% 


These models are also different in that all of them had moderate flash and 
mold lines. Care must be taking cleaning this up so as not to damage the detail 
on the wings or body. 


DAG3004 Grafter $5.99 


The Grafter is a single- 
piece model of a woman 
wearing a full-head mask 
and a long, flowing half- 
robe. The model has been 
sculpted in the act of 
sewing something on its 
right arm. The description 
on the website says that the 
Grafter is master of "the 
dubious field of combining 
flesh and machine". This is 
evident by the mechanical 
right hand. 


GRAFTER 


DAG3004 


The robe on this model 
distinguishes it from the 
others in this range in that 
it partially obscures the hip boots and leather bikini. There is definitely a 
pattern to these models! The sculpting is very delicate, especially the thread 
that the model is working with, like the rest of the line. Care should be taken 
when painting this model to bring out the thread and what the pose is 
showing. 


DAG3002 Golab $7.99 


The Golab is the largest 
model in the Skarrd line to 
be reviewed this time. It is 
49mm while the others are 
32mm. It is a single piece 
model with a_ separate 
sword that attaches to its 
back by a post and socket 
mechanism. 


GOLAB “1 


DAG3002 


This model is not as 
detailed as the others, but 
then again it is larger. It is 
still an impressive sculpt - 
and the simplicity of the 
armor and skin make a nice 
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contrast to the rest of the line. Again there is no noticeable mold lines or flash. 


DAG1004 Banes #1 (2) $9.99 
DAG1017 Banes #2 (2) $9.99 


These four miniatures are come two to a blister and were created by different 
sculptors - Steve Buddle and Werner Klocke respectively. The Banes are the 
basic trooper for the Forsaken force, so its interesting to see how the two 
different sculptors addressed the same item. 


The models have the same general appearance, but Banes 2 have a larger and 
thicker weapon - the two-headed mace. Both sets have dynamic poses and 
both use their flowing robes to good effect in giving the figures an appearance 
of motion. None of the four show any noticeable flash or mold lines. 


DAG1014 Huntress $4.99 


The Huntress is a single 
piece miniature that comes 
one to a blister. She is 
sculpted in an "at rest" pose 
with her pistol in her left 
hand pointing up. She is 
wearing what appears to be 
a denim jumpsuit with a 
leather coat. 


q BOUNTY HUNTRESS 


DAGIOI4 


The model is cleanly 
sculpted with good detail 
and no flash. However, of 
all of the Dark Age models 
reviewed in this issue, this 
is the least appealing. The 
static pose really detracts 
from the rest of the work and makes it inferior to the others in the Dark Age 
line. 


DAG1011 Strike (2) $8.99 


The Strikes are packed two 
to a blister. These two part 
models come with either a 
sword or scabbard that 
attaches to the back of the 
figure using a post and 
socket joint. 


STRIKE 


DAGIOI (A) 


These female models have 
very dynamic poses - one is 
balanced on one foot with 
the other is braced while 
throwing a punch. These 
models are unique in the 
Forsaken line reviewed this 
issue in that they harken to 
the dominatrix style of the 
Skarrd line. As such, it will require a careful palette selection to make these 
models appear to be part of a Forsaken force. 


The figures have full head masks with spikes. Their gauntlets as well as 
kneepads are adorned with spikes. These are most definitely the dream of 
many a Chaos Warrior - I've never seen so many spiky bits outside of the 
Realm of Chaos. That being said, they offer a nice counterpoint to the rest of 
the Forsaken line. 


14075 Skeletal Warriors $10.99 B. Hubbuch 


First up is a four-pack of Skeleton warriors. These came with plastic bases 
instead of the metal ones that had really become one of the trademarks, in my 
mind anyway, of the Warlord line. I had gotten used to the weight of the 
figure and base, both being metal, and liked it. In this pack you get four 
different sculpts, which is a very good thing in my book. They all retain 
enough commonality to look good as a unit also. Ok, it’s hard to not have a 
lot of commonality when it comes to skeletons, but they look good in a single 
rank or on their own. Each of the four comes as a single-piece model with 
nothing to assemble. Every one of the m needed some work in the flash 
department and after maybe a minute each they were ready to be primed. The 
flash was a bit more than I’d become used to with Reaper stuff but there really 
was no visible mold line so I’d say that cleanup was moderate to minor. The 
variety of the figures is excellent. Yes, they are all skeletons and even non- 
gamers know what they are but each of these has a different sword and a 
different style shield. It’s just a little bit extra that didn’t have to be done but 
I’m glad it was. If you’re careful there are also many poses that you can get 
these guys into to add even more individuality to them. Of course, Warlord 
players will be pleased to get some skeletons from Reaper that don’t need to 
be re-based onto slotta bases, but uses for these guys don’t stop there. If 
you’ve jumped into the new D&D Miniatures game they make perfect 
Skeleton Warriors (not for tournament play though) and if you cut down the 
tab that goes into the slotta-base you could use them in Warhammer Fantasy 
or leave them as-is and use them as Morbid Puppets in Confrontation. 
Coming in at about $2.75 per figure they are very nicely priced. 


14074 Orc Archers $11.99 B. Seins 


Next is a pack of three Ore Archers, all of which will require assembly on 
your part. The head and bow are separate pieces and allows you to put the 
bow on gangsta-style (horizontal instead of vertical) if you like. The Each of 
the three heads is different so you get a little more variety there too. To be 
honest, my first though on this package was in regards to the price and if I 
said you’re paying four bucks each for rank & file troops I’d be less than a 
penny off. Weight-wise you’re getting a very hefty figure for your four 
bucks. Each one of the orcs easily weighs more than two of the skeletons 
above. I don’t think that they are overpriced but they are not quite an extra- 
value meal. Anyway, they are dressed in pretty good quality leather armor 
with bits of metal plate that moves them one step up from the regular picture 
of orcs that’s normally in my head. Flash was present but it was less than 
with the skeletons. There was a tiny hint of the mold line that needed to be 
cleaned up but it was almost undetectable. I really liked the individuality of 
each orc and even though they are all wearing pretty much the same armor 
and equipment they are all individuals and each could be made to stand out on 
their own. As a unit standing three, or more, abreast they would look great. 
Metal bases were replaced with plastic in this pack also. Main and alternate 
uses would be the same as above with the skeletons except for orcs, of course. 


14079 Orc Shaman $3.99 B. Seins 


A rather hefty single-piece orc shaman waited in this blister. Cleanup here 
required taking care of some flash and the mold line, which was more visible 
than on the figures above. He is much more feral-looking than the orc archers 
and would fit perfectly as an orc druid player-character in Dungeons & 
Dragons. He’s bare-chested and is wearing a small cape and kilt. Ok, it looks 
a bit like a shawl and a skirt but if you think I’m telling an orc that he got 
dressed in the dark and put on his sister’s clothes you’re mad. On the other 
hand if he’s crossed over to the other side and that really is a skirt I’m 
definitely not saying anything to him about it! Muscle definition is great and 
this guy has probably done enough sit-ups to make up for all of the ones I 
haven’t gotten to. His head looks a bit larger than the archer’s and he has a 
thick mane of wild hair. Other than a few pouches he’s only carrying a staff, a 
gnarled tree branch, and in his left hand is what I’d call a holy symbol if he 
were a paladin or cleric. Profiteering has not taken hold here as he costs the 
same as a single orc archer. No metal base, argh! 
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Model Painted by Anne Foerster 


www.ReaperMini.com 


14076 Devourer of Mashaf $9.99 Jason Wiebe 


Woo-hoo, a metal base! Looking somewhat like a mutated giant floating brain the Devourer of Mashaf’s three 
pieces (body and two stabby-things) went together easily after a pretty minimal amount of cleaning. There was 
some flash and mold line that needed to be taken care of but neither was bad. This is one monstrous looking 
creature. Its tentacles could be painted up as entrails to give really gruesome effect and its brain could have a 
pinkish hue to it. The mouth is jutting out from the brain and has all of these suckers (at least that’s what they look 
like to me) on it to latch on to you with. Ten bucks for this guy is not bad at all in my book and in addition to a 
game of Warlord I’d drop him into a D&D came or it would be perfect for Call of Cthulhu, modern or regular 
variety. The figure is a bit top heavy (not unlike Hooter’s girls) but the metal base adds some stability to the whole 
model. I like it a lot. 


14071 Crimson Knight $4.99 Bobby Jackson 


The Crimson Knight is a single piece model of a knight in full armor. He 
stands at attention with an oversized mace in his left hand and a large 
shield in his right. The front of the shield is sculpted with a human face 
with its tongue sticking out. The model's helmet has two bat wings 
extending up and back from the top. There was no appreciable flash on the 
model. 


The body of the miniature is covered in layers of cloth. The topmost layer 
is gathered under the breastplate and falls in rolls around his hips. For a 
full suit of armor, most of the model is covered in robes. This gives the 
whole model a very regal appearance. 


This is an impressive model - it works well for an evil knight or a dragon's 
champion. 


14005 Lord lronraven Justicar $4.99 


The Justicar is a single pice model of a knight in full armor without helmet. He is standing with a spear in his right 
hand and his left on his thigh. He is sculpted looking over his left should. There is quite a bit of detail in the face and 
hair as well as on the body, with lots of leather belts and straps around the torso of the model. There is even a 
streamer cascading down from the base of the spear point. There is no noticeable flash on this model. 


This is the third or fourth model of the Justicar line that I've seen. It continues the tradition of impressive detail and 
dramatic poses found in the other Justicars. Once again, this would make an exceptional Paladin or Templar model. 


DARK HEAVEN 


2731 Yuri, Female Monk $3.29 Van Shaik 


Like the majority of the Dark Heaven line, Yuri is a single piece model with a molded broccoli base. She has a dynamic 
pose in a classic martial arts stance. Her gi is well sculpted, and accentuates the curves of her body - though it looks like 
she might spill out of it at any moment. The model has fine facial detail and her hair is short around her head. This makes 
an excellent female monk model for any fantasy RPG. 


2729 Mephisto, Arch-Devil $10.99 Geoff Valley 


Mephisto's body is a single piece, with a pair of eagles wings which attach by a stud and socket arrangement to his back. 
He also has a spiked tail which attaches the same way. His left and right hands hold weapons - a sword and a trident 
respectively - and the attach to the ends of his arms. Due to the small surface area, I would recommend pinning the hands 
in place. The molding is good for most of the model, with the only exception being the wings as a small part of them did 
not cast correctly. However, this can easily be fixed with some epoxy putty. This is a striking model with a very dramatic 
pose - definitely the last monster you'll run into on that eighth dungeon level. 


2019 Grim Reaper $3.29 Bob Ridolfi 


The most striking thing about this single-piece skeletal 
apparition is its large scythe. Part of it is a scythe blade, but 
the other end is an axe and a spear point. If this is the Grim 
Reaper, this is his war scythe! The model is sculpted with 
the scythe raised high and the tattered robes blowing about 
it. The skeletal face peers out from under the hood - and that 
apart for the knees is the only skeletal parts visible. The rest 
of the model is wrapped in the full cloak. The hands are in 
gloves and the feet are in seven league boots. 


There are quite a few skeletal models in the Dark Heaven 
line, but this one is the most impressive I've seen - and its 
all because of that scythe! 
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2721 Thora, Gnome Bard $2.99 Sandy Garrity 


Wow! That’s the first thing that I said about 
this figure. The amount of time that must 
have gone into this miniature had to be way 
up there. The amount of detail is astounding 
and none of it is exaggerated. Thora is a 
female gnome bard with a cheery face and 
ponytails that hang down the front of her 
coat. She is carrying a satchel in her right 
hand that is stuffed to the brim and is even 
overflowing. Her left hand holds a harp, her 
instrument of choice. Her coat, hat and 
clothes all look great and calling her a slave 
to fashion might not be too far off the mark. 
She’s wearing a short skirt and two different 
styles of stockings. The only flash that I 
found was on the base and I 

could not see a mold line. This is the kind of figure that I look at and find a 
reason to use it. A gnome bard in either Warlord or Dungeons & Dragons 
Miniatures is where she’ll end up for me and I don’t really think you can go 
wrong with this figure even if you’re going to do nothing other than paint it 
for display. Beautiful figure! 


2723 Felicia of the Blade $3.29 D. Mize 


Felicia is an example of a DEX (rather 
than STR) based fighter, or maybe a 
fighter-rogue or fighter-monk. She is in a 
sweeping pose that first struck me as 
somewhat two-dimensional but on later 
thought it’s more of a fluid movement of 
her sword as an extension of her arms. 
She is thin but athletic-looking without a 
lot of muscle detail. The face is nicely 
done with the pupils already being dotted 
as part of the sculpture. In addition to her 
longsword she has a dagger around her 
back. She is wearing nothing in the way 
of armor and almost as much for clothing. 
She has on a form-fitting top and a 
loincloth. She could also work well as a 
female jungle warrior if you 

wanted. From the shoulders up is the focal point of this model. Her face and 
the sweeping motion of the blade help to describe her as a stealthy, but 
effective, fighter rather than a hammering brute. She needed just about no 
cleaning at all. Flash was absent and the mold line was only visible in one or 
two spots. I can see her filling multiple roles as a PC in Dungeons & Dragons 
but she could also fit into a jungle-themed warband for Warlord accompanied 
by some Giant Frogs and Frog-Men. 


2725 Alaine, Female Paladin $3.29 Werner Klocke 


Getting a bit taller and more close- 
combat oriented is a new female 
paladin. She is wearing plate 
armor and has a flowing sash to 
match her long flowing hair that is 
tied back but still shows a lot of 
movement. She’s holding her 
helmet in her left hand at her side 
while her right hand holds a 
longsword at the ready but not in 
an aggressive pose. She looks 
more like she’s waiting for 
something to happen or for 
someone else to make the first 
move before she unloads some 
holy ass-kicking on them. Facial 
detail is very good here and she 

almost looks like a female elf. She could easily be used for human, elf or 
half-elf. The armor is very nicely done with lots of engraving that can be 
brought out while painting, but the face is still the focal point of the figure. I 
know that I’m being repetitive but an outstanding job was done on the face. 
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She also has a dagger on her left hip. I didn’t find the figure to be overstated 
in any way at all. Just a simple, elegant paladin that will fit that role perfectly. 
There was some cleanup needed, mostly on the base, but there were no defects 
on the model. She was ready to be primed and painted in just a minute or so. 


2726 Gragg Elfslayer $3.29 Werner Klocke 


Maybe not taller, but a bit wider and wilder 
is Gragg Elfslayer, an undoubtedly evil 
fighter-type that is wearing heavy plate 
armor and is holding a large two-handed 
sword that is ready to come down in a 
downward stroke. He definitely has orcish 
facial features but with a little imagination 
when it comes time to paint him I bet he 
could pass for a degenerate evil elf without 
raising many eyebrows. The figure comes 
with a scabbard for his large sword and it 
fits nicely onto his back where you’ll also 
find a bedroll, a few pouches, a small 
handaxe and a crown. Gragg is standing in a 
very solid pose and being a true master of 
facial detail this is where this figure really 
stands out for me. Gragg is pissed, no doubt 
about it, but he also looks pained. His armor is big and large and imposing but 
not adorned with spiky bits. There are some skulls here and there and lots of 
rivets all over it. If you’re looking for an evil non-human PC or a leader for a 
regiment of orcs he’lI do a fine job. 


2718 Garravank, Ghoul King $5.99 Jason Wiebe 


This rather large - nay, obese 
figure has got to be the most 
bloated model in the entire Dark 
Heaven line. It appears as a large, 
deformed, man carrying a small 
scepter. Did I say it was fat? 
Man, does this model have rolls 
of flesh on it! 


The single-piece model is well 
sculpted, with rolls of flesh 
giving the impression of a 
oversized humanoid without 
completely obscuring the basic 
form. This model will make an 
exceptional Gluttony Demon or 
even a nude fatty for the Judge 
Dredd RPG. 


2727 Swine Prince and Slave $7.49 Werner Klocke 


This three part model includes the seated swine Prince, the back of his throne, 
and an attending slave. The slave, of course, is female and scantily clad. What 
else would your up and coming Swine Prince have as an attendant? She is 
clothed in a tabard and bra, carrying a wine jug. The sculpting on the model is 
very well done - and the details on the hands and face really stand out. 

The Swine Prince himself is sprawled on his throne with a drinking cup in his 
left hand. 


He is overweight - though 
nowhere near as bad as 
Garravank - and is wearing a 
loose fitting animal pelt. A 
pet rat is resting up behind 
his head. The back of the 
throne fits snuggly to the 
back of the seated figure. 
The crest of the rats chasing 
each other completes the 
scene. This is definitely a 
good model for a king of 
thieves who rules the sewers 
of a fantasy city. So, kill 'im 
quick and rescue the girl. 
You'll be glad you did! 


Legend of the Five Rings 


Reaper has started producing some L5R / Clan War miniatures that had previously been done by 
AEG. Right now, eight individuals are available in single miniature blister packs. My first 
thought upon seeing these was, “How can I use these in the games that I’m currently playing?” 
and that’s how I’ll be looking at them here. I am by no means an expert on how the Clan War 
background evolved over the years and I won’t pretend to be. All of these figures come with a 
25mm square plastic base so it looks like a trip to the Reaper website to order some metal 
Warlord bases is in my future. 


4401 Crab Clan Samurai $3.99 S. Saunders 
4402 Crab Clan Samurai $3.99 Jim Johnson 


At the top-right we have two Crab Clan Samurai. One (left - 4402) is armed with a tetsubo and 
the other with a classic samurai sword. Each is wearing Great Armor and helmets. Both had 
flash that needed to be cleaned, a little more than I’d become accustomed to with Reaper figures 
though. This may be due to them being non-Reaper figures to begin with and Reaper casting 
them now using the originals to cast from. The armor on these guys is very similar without 
them being copies of each other in different poses. Both of their helmets cover part of their 
faces. The first with a partial (rigid) mask and the second (right — 4401) with more of a cloth 
covering. The poses are both very good and these guys would make excellent PC’s in a fantasy 
rpg or as leaders of Warlord units of similar looking troops. 


4403 Crane Clan Courtier $3.99 Jim Johnson 


The Crane Courtier is a single piece courtesan model of a woman in full geisha costume. The face and hair of this model are 
well sculpted and provide a nice counterpoint to the her flowing robes. This is one of those miniatures that requires lots of 
painting time. The folds of her kimono can, with a little patience, be a thing of beauty with lots of intricate designs. Yep, this is 
definitely an 8 to 12 hour figure! Take your time - its worth it. 


4404 Ninja | $3.99 B. Gorby 
4405 Ninja II $3.99 B. Gorby 


Both of these guys are armed and clothed similarly and their names 
remind me of old wrestling tag-teams of masked heels that had names 
like “Super Invader I” and “Super Invader II”. Actually, these could 
operate on the battlefield in a similar fashion, moving up on a target 
as a team and then assisting each other to a victorious conclusion. 
Each is wearing loose fitting clothes that you would normally 
associate with Ninja but there are some minor variations in each of 
their dress like #1 having knee-pads and #2 having a bandoleer of 
shuriken. They wear identical head/face coverings that only expose their eyes and the bridge of 
their noses. Both are wielding a Kusari-Gama, a length of chain with a weight on one end and 
a short blade on the other. Additionally, #1 has a short sword across his back. Both also 
appear to have a dagger strapped to their right boot. Flash was present, but minimal, on both 
figures and cleanup went quickly., but three was a tab that had to be clipped on each one. 
Overall detail was excellent and if you were thinking of using them as Assassins in a generic 
Warlord army then we’re on the same page. Of course, if you’re playing a ninja in an Oriental 
D&D game then you’re set there too. 


4406 Shiba Tsukune $3.99 Jim Johnson 


Shiba is a Phoenix clan personality and this is a magnificent female miniature. No part of the 
figure is overdone and detail remained very high. There was a little flash that needed cleaning 
but the mold line was faint, at worst, and there were no defects. The face is very well done and 
the very straight hair does give her more of an appropriate oriental look. Shiba is wearing a 
pretty good amount of armor and carries a Katana in her left hand. You don’t see a ton of left 
handed miniatures so this was nice for a change. She also has another shorter scabbard on her 
belt. The armor is all very well done and it should paint up nicely with the detail being easy for 
anyone to pick out. Along the cuffs of her top are a series of oriental letters/characters that will 
also be very easy for any painter to pick out and make look good. The addition of detail that 
pretty much anyone can pick out to make a miniature look even better is always welcome by me 
and this figure is not lacking in that area at all. She wold look very good leading a unit of 
samurai in a game of Warlord or as the leader of a party in D&D Miniatures. Excellent model! 
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4407 Aramoro $3.99 Jim Johnson 


Aramoro is part of the Scorpion clan and is dressed in Great Armor and is holding a Katana in his right hand 
with nothing in his left. Another scabbard is on his belt and that does it as far as weapons go. Aramoro is in 
Great Armor and a large and ornate helmet with a facial covering. He does have an ‘evil’ feel to him but that 
could be changed with the right paint job. Cleanup was just about unnecessary with this figure and he was 
ready to be primed in no time at all. 


4408 Mirimoto Taki $3.99 Jim Johnson 


Mirimoto is from the Dragon clan, in L5R anyway, and is holding two swords in a very combat-ready pose. He 
is wearing Great Armor but with an open helmet that shows off very clean facial detail. The armor ‘plates’ and 
helmet are the focal points of this figure and it should paint up very well. There is lots of detail here, mostly in 
the form of ties, rivets and such that hold his armor together. As with the Crab clan guys on the previous page, 
and Aramoro also, Mirimoto would make an excellent player character model or leader of a unit of samurai ina 
variety of tabletop miniature games. 


I was very glad to see Reaper pick up the LSR (Clan War) line of figures and hope to see them expand into 
producing the whole line. Ultimately, I’m sure that will depend on the profitability of the line but uses for these 
figures are many. Expanding Warlord (after full fleshing out of the base armies of course) to include army lists 
for the various Clan War armies could certainly be one way of keeping interest in the line and a more general 
use as oriental characters, enemies and NPC’s in role-playing games is another. 


We ship Worldwide 


nr ~ 


+ 
a) 


www.Fantization.com 
sales@fantization.com 

1-866-GET-FIGS US & 
(1-866-438-3447) Canada 


Visit our 


4 & Save up to 


eo 30% off select 
2 product lines. 


"Oh. my ‘Gosh: they Killed ‘Santa... 


Be a ee = 
those. ba sta rds! 1G * CONFRONTATION MINIATURES 


Se, 


a 


CAV 
7069 HM Flail (2) $7.99 Ron Dubray 


The HM Flail AFV is a tracked armored fighting vehicle. The blister includes 
two Flails. The miniature is a 6-part model, including a rectangular body, a 
left and right track assembly, a left and right missile pod, and a central turret. 


The turret and missile pods each have small studs which fit into holes cut into 
the body of the AFV. Each tread has a trapezoidal lug which fits into a 
similarly shaped notch on the bottom of the body. All the pieces other than the 
body come on a single sprue. All the pieces are well formed and there is very 
little flash. The detail is excellent for the scale. These make excellent models 
for the CAV line and would fit in well with Ogre or other SF Armor miniature 
games. 


7029 HM Lance (2) $9.99 James Burell 


The HM Lance Tank is a traced self-propelled gun. The blister includes 2 
Lance models. The miniature is a 4-part model including large rectangular 
body, left and right treads, and main armament barrel. The treads and gun 
barrel come on a single sprue, while the body is a separate piece. The body 
has a large wedge tab on the rear. 


The body has two lugs on the each side - one toward the front and one toward 
the rear - which fit into depressions on the tread pieces. The barrel has a single 
lug underneath and toward the rear which fits into a depression on the body of 
the tank. The model fits together easily and the barrel, though thin, is 
supported easily enough on the tank body. There was very little flash and the 
detail is as good as the rest of the CAV line. These make excellent infantry 
support guns for a SF armor game. 


7075 KDM Lynx APC (2) $7.99 Ron Dubray 


The KDM Lynx APC is a flying armored personnel carrier. The Lynx come 
two to a blister and are packed with two flying stands and a hex base. The 
models themselves are a single piece. These models had more flash on them 
than the others reviewed so far - and the wings required a bit of bending to 
stick out perpendicular from the body of the craft. 


The design of this model looks like the big brother to the Colonial Marine 
drop ship from "Aliens". It is a bulky model with the charm of an ugly dog. 
It's an impressive figure and would work well in most any SF micro armor 
game. 


7063 KW Dictator Il $9.99 John Bear Ross 


The KW Dictator II (or Dictator '70) is a re-sculpt of the original Dictator 
model. This is a multi-part CAV model that includes legs, torso, left and right 
arms, as well as a hex base. Unlike the original Dictator, this model has more 
detail on the guns and a rounder cockpit. 


The assembly of this model follows the standard CAV method: a socket in the 
legs accepts a stud on the bottom of the torso. The twin arms each have studs 
which fit into sockets on the shoulders of the torso. The model fits together 
easily, after cleaning up the little flash present on the model. Extra care is 
required when working on the guns as they are attacked to a sprue and this 
needs to be filed off without damaging the detail on the model. 


The Dictator II is called the Dictator '70 in the CAV: Journal of Recognition 
2. The sculpt has changed so much that it warranted a new data entry. My 
already Dictator-heavy CAV force will definitely grow by another section 
with this excellent model. 


7077 Manticore Hover Tank (2) $7.99 Ron Dubray 


The Manticore Hover tank is a hover style support AFV. It is equipped with a 
single missile launcher and is meant to server as mobile artillery on the CAV 
battlefield. Two Manticores are packaged in each blister, along with two 
flying stands and two hex bases. The single-piece models have very little flash 
and the standard high-level of detail found on the entire CAV line. 


Of all the CAV sculpts reviewed in this issue, this is the least impressive. The 
unpainted model resembles a pile of angular boxes more than a fighting 
vehicle. A good paint job will could make this a striking model, but it will 
take some work. 
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One of the fond memories I have of the Kryomek game was their collection o 
terrain pieces. They were modular, which meant you could easily build your 
outpost to defend against the alien hordes. 


Now that Kryomek is back, so are these wonderful pieces! The pieces are 
made of resin with some metal details, usually antennas or guns, which work 
better that their resin counterparts. All models are sized for real 25mm 
figures, so they do look a little small when compared to the standard 28-30mm 
model of today. 


These models have a hard science fiction styling, they are definitely not gothic 
in appearance. As such, they are very suitable for Traveller or other hard 
science fiction games. They would also make excellent terrain for a Tau base 
in Warhammer 40,000. 


The modular nature of the Kryomek buildings means that you can rather 
quickly build your planetary outpost - and get down to fighting. The textured 
sides of these models lend themselves to dry brushing, so you can get them 
painted and on the table quickly. Of the entire Kryomek line, it is these 
buildings that are my favorite. 


Missile Silo (NBO-014, $15.95) 
The first model is of a in-ground missile silo. It is a two-part resin model with 
an additional metal antenna. 


The larger of the two pieces is the classic Kryomek dome, about 3" in 
diameter. It is sculpted with the top clam-shell doors open. The insides are 
detailed to resemble the top of a launch silo. There is a square void in the 
center where the second resin piece fits. The dome is textured to resemble 
concrete and has mechanical detailing. there are also smooth glyphs on the 
outside. There is also a small lug on the outside where the antenna attaches. 


The second piece is the nose cone of a missile. Unlike the dome, this piece is 
smooth, to appear like the metal of the missile. There is and "X-1" embossed 
on the missile. This nose cone fits snugly into the void in the dome. 


The resin casting is very good, with no large bubbles or flash. The model does 
have a film on it, so it will need to be washed before being assembled and 
primed. 


Command Dome with Sensor Tower (NBO-001, $15.95) 

The command dome is a three-part resin model with additional metal bits. 
These metal bits include parabolic antenna and gun barrels. All resin pieces 
are well cast and there are no voids. 


The largest of the three resin pieces is the 4" diameter dome itself. It is larger 
than the Missile Silo dome, and is molded with 3 hexagonal access doors. 
Between these doors are various vision slits and one half-dome skylight. The 
surface has the concrete texture as well as mechanical details. There are bullet 
holes in various locations. There are also two cylindrical projects from the top 
of the dome with smooth tops. The other two resin pieces attach to these spots. 


The small spot is for the gun turret dome. This dome has two lugs to attach the 
two metal gun barrels. The gun dome is textured in the same way as the main 
dome, but the underside is smooth. There is some flash here that must be 
removed before assembly. 


The large spot is for the larger of the two domes. This is the communications 
dome, as it has four lugs for the parabolic antenna metal parts. Like the rest of 
this model, it is finished with a concrete texture and has both vision slits and 
bullet holes. There is no flash on this piece. 


Linking Corridors (NBO-012, $15.95) 

The Linking Corridors box comes with three corridors. Each is two inches 
long with hexagonal doors at each end. The models have the standard concrete 
texture with vision slits along each side. All three models are well cast; they 
have no voids or flash. 
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The linking corridors are designed to mate up with the hexagonal doors on the 
habitat modules, like the Command Dome, to provide pressurized access 
between them. 


Three-Way Access Link (NBO-013, $15.95) 

The Three-Way Access Link model is an intersection for the linking corridors. 
These two inch diameter models have three hexagonal doors and the concrete 
finished sides. The model has three corridors that radiate out 120 degrees to 
make a 3-pointed star. 


Like the linking corridors, these are designed to mate up with any model that 
has the hexagonal door on it. They provide a way to build more complex 
structures. The two pieces included in the box are well cast, with no voids or 
flash. 


Hive Floors (7) (KKI-003, $11.95) 

In this pack you get seven (7) hexagonal floor pieces in two different, but 
similar styles that are usable together. Each hex is 65 mm (about 2.5”) from 
flat side to flat side and a single set of seven wound take up an area of about 
7.5°°. They are listed in the Kryomek catalog as being 38mm hexes. This is 
the length of each individual side. The hexes would all benefit from a soapy- 
water cleaning as some residual film is on them but none of them were 
damaged. The edges also need just a bit of sanding to get them perfectly flat. 
This was easy enough to take care of but be careful not to breathe in any of 
the dust. 


The hexes with the wavy snake-like creatures are probably shallow pools of 
undeveloped Kryomek creatures swimming around. They’d be harmless to 
anyone walking through unless you decided to sit down for a bath, of course. 
The others have a smaller hex in the center and have large larvae-like 
protrusions around the outer edges. The seven hexes fit together easily and a 
couple of sets of these would make a great start on a piece of Kryomek terrain 
depicting an alien cavern. 


Egg Chamber Floors (2x38mm, 2x19mm) (KKI-004, $11.95) 

This pack contains four hexagonal pieces, two as large as the floor sections 
above and two smaller pieces. They each have large Kryomek eggs littering 
the entire hex and will remind you very much of the movie, “Alien”. The 
large hexes will fit in perfectly with the floor hexes described above. The 
smaller ones will need just a tiny bit of trimming on the edges to make them 


got land? 


epee = 
"Making Your Home A Great Place To Wage Wa” 


32 


fit into the small hexagonal void in some of the regular floor hexes. The eggs 
range in size from about knee-high on an average figure to about waist-high. 
The hexes are pretty densely packed with eggs and moving figures on them 
means balancing them on top of the eggs or declaring the egg hex off-limits 
for movement. They work really well with the previous floor sections to add 
some more variety and expand the size of a large piece of terrain if that’s what 
you have in mind. Same cleaning needs and safety precautions apply to these. 


Hive Tunnels (4x75mm, 4x38mm) (KKI-003, $11.95) 

In this set you get four each of 75mm and 38mm long alien-looking wall 
pieces. They are nicely detailed on one side and flat on the other. They are 
each also 38mm tall, about 1.5”. 


The look of the walls is consistent and they can be used up against each other 
to create a long wall if you like. Making corners will require some work on 
your own unless you want to leave exposed un-molded edges on view. If you 
plan on using these to create passageways then you’ll end up using two halves 
for each length of passage since they are flat on one side. As an alternative 
you can use them as outer walls of a cave (that’s what I plan to do) and them 
be more decorative than functional hallways. 
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Miniatures 


Last issue we took a look at some high tech cops and robbers from tactical 
miniatures and for this issue we’ve got some more figures suitable for d20 
Modern or other modern era RPG’s or tabletop miniature games. This pack of 
Agents contains four different figures and plastic bases for $4.00 USD and 
can be found in the ‘Bargain Rack’ section of their website. 


The first gentleman is standing straight with his arms crossed, which gives us 
some pretty defensive body language. He doesn’t look too intent on listening 
to whatever is being said to him. He is wearing a suit and tie and sunglasses 
but has no visible weapons or bulges in his jacket. His hair is cut short and 
parted on the side. Finger/hand and face detail is ok, but the ears could be 
more defined. There was a very faint mold line and no flash on this figure. 


Second is another ‘suit’ but this one is reaching for a gun from inside his 
jacket had has either a cell phone or some kind of tracking device in his left 
hand. He’s wearing the same suit/tie combo as the first guy and detail is as 
good, which means it’s good. He needed a little more cleaning than the first 
Agent but no defects were seen and he was ready to prime in no time at all. 


Third is a female who is holding a flashlight and pistol. She’s wearing a large 
overcoat and what looks like a one-piece bodysuit. Facial detail was ok but 
the guys were better. She would probably make a better investigator than 
agent. She needed the most cleaning of any of the four as there was some 
flash present along with a visible mold line. 


The fourth model is my favorite of the group and it depicts an agent, like the 
first two, that is wearing the same suit and tie but he has a trench coat on also. 
He is carrying a pistol in his right hand (at his side) and is talking on a cell 


phone. Facial detail could be better but it’s passable. Just about zero 
cleanup needed with this guy. 
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Miniature Reviews 


All of the figures were just a bit ‘flat’ in their appearance but overall detail 
was good and the price really makes them a bargain worth picking up. They 
could easily be used in any modern game, RPG or tabletop combat, and would 
also do nicely in a modern Call of Cthulhu game. 


yam, _ 


3, x 4 
} } 9 


Pointy sticks and metal 
underwear went out 
with the 15th century. 


Why not try some kevlar 
and an MP5 on for size? 


While you're at our site, make sure to check out our bargain rack 
where you'll find great deals on other miniatures and accessories. 
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Pictured below and to the right are several of the new Snake Amazon Squad 
from Excalibur Miniaturen out of Germany. They come as a box set (8411) 
for Magic Challenge and have a retail price of 25.00 Euro (about $29.77 
USD) for 13 figures (2 ranged, 4 with normal weapons, 6 with small weapons 
and 1 spellcaster). 


For most of them, they measure about 37mm from the bottom of their coils to 
the tops of their heads but they all have weapons extending past that point. 
Each is in a very dynamic pose and has a lot of animation. Half have their 
mouths open in a yell and the facial detail is very good. In fact, all of the 
detail is great on these figures. 


Each figure is the same in body design and detail, a hybrid of a snake and a 
female warrior, but they are all also unique and will make a great looking unit 
on the table. The scales are well proportioned and everything, right down to 
their pointed teeth, looks great. Again, superb sculpting job here. 


The figures with halberds (normal weapons) had a little more to clean than the 
others but this was mainly a small metal web between their arms. Otherwise 
there was really no mold line found and no defects. The two styles go 
together very well and will look good ranked up if you like. 


In addition to their scales each figure also has a set of small horns that wrap 
around the back of their head. Not something that I’d normally expect on a 
serpent but it looks really good on them. Their pointed ears will also stand out 
as being different but good. 


Miniature Reviews 
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The ones with ‘small’ 
weapons are actually each 
carrying two daggers and also 
look good together. One is 
lunging forward while yelling 
and the other is in what can 
only be described as a 
somewhat seductive kind of 
pose. Ok, I know that’s 
strange to read but it’s even 
more strange to type. These 
did not have much cleaning 
needed. Just a little bit of 
flash that needed to be 
trimmed and they were ready 
to be primed. 


I did not get a look at the 
Sorcerer that comes in the box 
set so I’m afraid that I cannot 
comment on him (her?). 


The missile weapon troops (armed with a bow) are essentially the same figure 
in a different pose so they fit right in with the rest of the unit but still have 
their own look and feel. They are carrying a snakeskin quiver (Man that’s 
brutal, I don’t even think orcs would use the skin of their fallen warriors. 
Brutal, but cool!) 


Ok, so what are you going to use them for? Well, Magic Challenge would be 
my first answer and we can go form there. They would fit in wonderfully with 
the Reaper Snakemen to form units for Warlord or you could use them as 
Yuan-Ti warriors in your Dungeons and Dragons game, miniatures or rpg. If 
you were also thinking that they could be used as chaos Beastment 
(Beastwomen?) in a Warhammer Fantasy army then we were thinking the 
same thing. For being a pretty unique set of models they sure seem to have a 
lot of good uses. At under $2.50 per model they are also priced very 
reasonably and I can highly recommend them. 


Below is Sorcha, a female Chaos Sorceress of questionable ancestry. She has 
horns, cloven hooves and a tail to go along with the rather skimpy plate mail 
(Yup, not chain mail but plate mail) bikini that she has on. Other than her butt 
cheeks she’s not totally revealing anything but it comes close. She has a 
retail price of 4.50 Euro (about $5.36 USD). 


She is well muscled but not overly so and facial detail was done very well. 
There was a little flash that needed cleaning but overall it didn’t take long to 
prepare her for priming. She holds a nasty looking rod in her hands that is 
topped by a skull, obviously some kind of evil magic item. 


Like the Amazon Snake 
Women this is a rather unique 
figure, but also one that I 
found useful in a variety of 
ways. Magic Challenge, of 
course, but also as a Tiefling 
character in Dungeons and 
Dragons or as a Sorcerer in a 
Chaos army for Warhammer. 
You could do a conversion 
and swap out the rod for a big 
sword and use her as a unit 
commander and while it would 
take a careful hand and a good 
degree of skill you could 
attach some large bat wings to 
her and then really play up her 
daemon heritage. These were 
all sculpted by Werner Klocke 
and are great figures. 


Zombiesmith has added to their legion of walking 
corpses with several new zombies. There are ten new 
shamblers in this set (right) that has a retail price of 
$20.00 USD. 


The first (top-left) does have more of a zombie leader 
look to him than the rest but he could always just be 
another mindless flesh-eater that happens to be wearing 
a trench coat with his arm extended. He reminds me a 
bit of Rob Zombie to tell you the truth. 


Of the other nine only one is a female and she has 
definitely seen better days. She is (was?) wearing a 
very low cut top and a short frilly skirt. Man, this is 
one tore up zombie ho! Yikes! I wouldn’t want to 
meet her zombie or otherwise. 


Seven of the others are more or less intact with a some 
guts hanging out here and an arm there or a jaw bone 
missing, but all of them are in a very advanced stage of 
decomposition. 


Each of the ten needed cleaning, mostly in terms of the 
mold line needed to be filed and thin webs of metal 
between appendages. One of them that I received did 
have a piece of an arm that did not mold correctly and 
with pretty much any other kind of figure this would be 
a pretty significant problem but with a zombie I can ex- 


28mm multi-part zombies! Modern or Generic, 


Want some meaty minions? 
Raise your undead hordes now! 


Miniature Reviews 


cuse this, at least a little bit, because it’s a freakin’ 
zombie and it’s not like anyone will really notice that 
he’s missing a bit of his arm. 


So, you’re getting ten different figures for just $2.00 
each. What a bargain. Ok, if you don’t need zombies 
then you’ll probably pass on them but I can’t seem to 
get enough rotting corpses in my miniature cabinet. 


These are ver well suited to modern games and d20 
Modern or All Flesh Must Be Eaten fans will definitely 
find uses for them. While they are not carrying 
weapons that would toss them squarely into a fantasy 
game they could be used there also and their clothing 
could easily be painted to be more suitable to a fantasy 
or modern game or somewhere in between and get even 
more use out of them. If you really wanted to you 
could also add guns to them and use them as Undead 
Legionnaires in Ultimate Warzone. 


Despite some cleaning needs in excess of what you 
might usually run into and maybe a mis-formed body 
part I liked this group a whole lot and the price is 
definitely right. 


weapons or no weapons! 
Now with zombie kids! 


Visit us at: 


WWW.ZOMBIESMITH.COM 
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T abletop Game Reviews 


BASICS 

Lord of the Rings (LOTR) Return 
of the King is the third installment 
in the set of boxed games 
produced by Games Workshop to 
coincide with the release of the 
motion pictures. This game 
focuses on recreating battles from 
the third movie and contains 48 
plastic miniatures, a full color soft 
cover rulebook, dice and cardstock 
maps and ruler. The retail price of 
this boxed game is $39.99 USD. 


INSIDE 

This is a pretty hefty box for forty bucks. My comments on the rulebook’s 
appearance may sound like they are lifted right from the review of The Two 
Towers game, but this one is just as well put together and just as beautiful. 
Color photos from the movies and the regular high quality GW artwork, along 
with GW staff painted miniatures, are throughout the book. If this is the first 
rulebook that a non-gamer picks up on their road to becoming a fully-addicted 
gamer then they’ll have to lower their expectations when looking at a lot of 
other books. The one for this game, and in fact the entire series, are among 
the most aesthetically pleasing that I’ve ever seen. 


The dice are your standard 4d6 that you probably already have a bucket of, 
but to package this as a complete game they needed to include them and 
who’s going to turn away more dice? 


You get five sprues of plastics in the box. Two each of orcs and men and one 
of some rocky terrain and statues. My eyes were first drawn to the terrain. In 
the previous game you got some ruined walls, which were ok, but these are 
great. There is one weathered, but still standing, statue, three large broken 
pieces and one medium piece of rubble. I plan of mounting them on a piece 
of MDF and having a nice set of ruined statues to drop on the table anytime. 
There is also a small, too small for me anyway, ring that you can paint up if 
you like. Between the orcs and men I'd have to go with the orcs as being the 
better figures in my mind. Not that the men, warriors of Minas Tirith, are 
junk or anything because they are very high quality plastic figures, but I’m 
just not jazzed about how their armor looks is all. They are all in heavy armor 
with somewhat pointy helmets. Maybe that’s what I’m not liking too much? 
The helmets have more of a high-elf feel. At least for me they do. You get 
four swordsmen, four archers and four spearmen on each sprue for a total of 
24 men. 


With the orcs you get half as many missile weapon troops with only two per 
sprue, but you get four spearmen, four with hand weapons and shields and two 
with two-handed weapons. Many of the troops on both sides have a separate 
weapon arm that fit perfectly into place once clipped from the sprue. The men 
required much less cleaning than the orcs as the degenerates had a slightly 
more visible mold line. You’ll spend a bit of time to get them all cleaned and 
assembled and ready for priming. 


The cardstock maps are nice and can be used for building a campaign and I 
look at the card ruler much in the same way as the dice. It had to be included 
to have a complete game out of the box, but most of us, even non-gamers, will 
have one lying around the house. 


THE GAME 

If you’ve played any of the other LOTR games or read the previous reviews of 
the rules you can skip this section. The game plays with a turn sequence that 
will not be totally unfamiliar to players of Warhammer, but there are some 
significant differences, not the least of which is that you’ll most likely be 
playing with considerably fewer miniatures in LOTR. Some of the games are 
skirmish scale and while some can get into larger numbers of figures they are 
not as daunting as putting together massive Warhammer armies and this is 
good for beginning players. 
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Priority, or Initiative if you’d rather, is rolled for each turn and the winner gets 
to move all of his troops first. The other player, yes the loser, moves second. 
Then the Priority player shoots followed by the other player. Now we fight. 
Fights are broken up and resolved one at a time. The priority player decides 
which fights to work out in what order and since there are not necessarily 
ranks and files like in Warhammer fights will get down to lvs | or 1 vs many. 
Winning a fight is more a factor of how many dice you roll because the 
highest roll on each side determines the winner. 


VALUE 

I don’t want to use the term “gateway drug” but maybe I should. Ok, let’s see 
how I can turn that into a positive thing here. Any of the LOTR boxed games 
would be great ways to get a non-gamer into the hobby. They are complete 
and serve as a real how-to guide. The modeling and painting section are 
things that most of us have seen in White Dwarf over the years, but new 
gamers probably have not. Having it all in one place, along with the rules of 
the game, is great. If you look just at the components that make up the 
contents of the box this is a great value. The figures alone come out to less 
than a dollar each and then everything else is gravy! Now, by using the term 
“gateway drug” I mean that picking up the box set for any of your non-gaming 
friends that could be brought into the fold if only they had an easy way to do 
so that did not initially lead to the expenditure of hundreds, if not thousands, 
of dollars. Excellent value and a simple enough game to not be too daunting 
as a first game, but will likely leave them wanting to play more. 


BASICS 

The Combined Kryomek Starter set is an 
introductory rule set for the Kryomek sci-fi 
tabletop game. It has a retail price of $24.95 
USD. 


INSIDE 

There are three different versions of the 
Kryomek Starter Set. In this one you’ll get 
6 NEXUS SWAT troopers (3 with heavy 
weapons, recoilless rifles in the scenarios, 
and three with regular weapons, gauss rifle, 
combat rifle and light flamer), 5 Hellions 
and 2 Kryomek Warriors armed with Bio- 
Acid Sprayers. All ofthe figures are dif- 
ferent poses so that’s a big plus in my book. The figures all need some 
cleaning before being ready for prime/paint but none of them were damaged. 
The other two starter sets provide all-NEXUS (Cyclos and Marines) forces 
and all-Kryomek forces. All of the figures in any/all of the starters are metal. 


The Kryomek-lite rules come as a set of photocopied pages. Here’s where 
some significant improvements can be made. The text is certainly good 
enough but the diagrams and pictures are all in need of being re-scanned and 
inserted. Some are pretty clear, but some are very fuzzy and are hard to read. 
Overall, they need to be re-done. The unit page and combat matrix page are 
also photocopies from the rulebook entries and are ok, but could be better 
also. Also included is a page of acetate templates like you would get with the 
regular rulebook, but on slightly thinner plastic. 


The scenarios, three of them, are specifically written for the contents of the 
box so having less than full units has been taken into account and if all you 
want to play are these three scenarios you’re set. You won’t have any 
frustration from reading scenarios that might sound really cool but leave you 
hanging because you don’t have enough, or the right, miniatures for them 
right now. The scenarios from the other two starter sets require possession of 
the other set though. So, the scenarios from the NEXUS set requires that you 
have the Kryomek set also. 


THE RULES 

A full review of the Kryomek rules can be found in the SEP 2003 issue of 
Fictional Reality so I’ll not repeat it all here for you. The rules are a stripped 
down version of the full book. They are completely playable but stuff like 
vehicle rules, Talos units (my personal favorite thing in the whole game, 
background fluff, etc...) is not here. This is just to get you going. 


VALUE 

There’s a couple of ways to look at the Combined, and I would also guess the 
other two, Kryomek Starter Sets. From a purely miniature side of things 
you’re getting about a 10% discount and the rules for free. Not a bad deal, but 
the starter rules, scenarios and combat charts are available on their website for 
free as a download. Buying the set saves you the time of having to print them 
out yourself. If you’re already very interested in Kryomek I would actually 
recommend getting the standard rulebook and building your forces from there. 
If you’re toying with the idea of a new game then the Combined Starter Set is 
definitely the best value of the three because it is totally complete and the 
other two build off of each other. If you already have the basic book the 
army-specific starters are a good way to either start building your army or 
bolster its strength as they each contain figures that you’re going to need 
anyway and you’re looking at getting some kind of discount over buying just 
the blisters. You can also give the Kryomek-lite rules away to whomever 
you’re trying to get into the game with you. 


BYMTL Painting Service Review 


You’ve probably seen the ads from Bring Your Models To Life (BYMTL) in 
the pages of Fictional Reality and wondered how their painting service stacks 
up. Here’s a quick review of some models that they have done for me and 
what I thought of them. 


To the right you can see three snapshots of some Bauhaus, for Ultimate 
Warzone, troopers that I sent off to be painted. The top picture is of a Hussar 
HMG Specialist and three character models, two with Deathlockdrum HMG’s 
and one with a Plasma Carbine. The center picture is of the remaining Hussar 
troopers (a mix of regular troopers with assault rifles, grenadiers, and 
sergeants) and a few VOID Prosthene Marines snuck into the picture also. 
The bottom picture is a closer look at the Hussars. 


All of the troopers were assembled before being sent to BYMTL but if you’d 
rather they put your figures together they will do so for an additional charge. 
For me, putting them together myself was the way to go. I had the troopers 
painted up in a black and pewter scheme with the soft parts of their 
armor/clothing in black and the harder plates in a dark silver or pewter color. 
All of the lines were very clean and there were no random splotches of paint. 
The bases were flocked very nicely with dirt rather than grass and this looked 
good against their (mostly) black armor and will fit well for a sci-fi game. 
Pouches were picked out with brown and their guns matched the color of their 
armor plates. 


I chose the Leve/ J paint job for these guys because it was the cheapest and 
my main concern was getting a nice clean paint job on them and getting them 
on the table quickly. A Level J job for rank & file troops will cost around 
$3.00 per figure and I was really quite pleased with the quality. It was a very 
nice and clean paint job with a minimum of detail picked out. The flocked 
bases were a nice touch, especially since the bases of the characters match 
those of the regular troops. 


The three characters were also done at Level J, but for characters that runs 
$9.00 each instead of three. What’s the difference? Well, in general the 
characters look the same and fit in seamlessly with the regular troopers. Since 
your character models are likely to have more detail (runes, trinkets, etc) on 
them these are picked out, but the biggest compliment that I have for the 
character models are the faces. They look really, really good. I’m afraid that 
I don’t have a ‘trooper’ face to compare them to as all of my Hussars are 
wearing helmets. 


The $9.00 figures are certainly good, but I’m just not sure if they are $9.00 
good on their own. Let me explain. If I look at the whole group of figures (19 
in all) and their painting cost of $75.00 that puts each figure’s cost at just 
under $4.00, $3.97 to be exact. So, almost four dollars each is really just 
about the same as three dollars each and maybe my price per regular trooper 
went up a bit but the $9.00 per figure for the three character types just dropped 
dramatically. I don’t know that I’d get just the three characters painted and 
drop $27.00 on them but getting another two squads of troopers and three 
characters painted at this level for $75.00 would definitely get my interest. 
Overall, I'd have to say that I was pleased with the cost/quality of BYMTL’s 
service and I’d not hesitate to have them do work for me again. 
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Luftwaffe 1946 © 2001 Antarctic Press, used 


with permission —www.antarctic-press.com 


What If Word War II hadn’t ended in 
1945? Taken from the pages of the popular 
Antarctic Press comic books, Luftwaffe 1946 
explores that question with aircraft that might 
have flown if the war continued. In APRIL 2004 
we'll release 1/300th scale miniatures for use 
with our new air-to-air game system. The Luft- 
waffe 1946 game system will be released on 
JUNE 6, 2004. See our website for an alternate 
WW IL timeline and more details about the up- 
coming game and miniature series. 


DON’T REASON WHY 


The warehouse on the outskirts of Tashkent Spaceport was well lit. The 
outside lights reflected off a 4-meter high fence of razor wire. A plowed strip 
of ground 10 meters wide circled the inside of the fence. The Cobra Marines 
patrolling the inside fence took comfort in the anti-vehicle and anti-personnel 
mines within the strip. No rival megacorp’s forces were going to get through 
their perimeter. The marines didn’t know what was inside the warehouse, nor 
did they care. They were paid premium salaries for taking on the difficult 
jobs. Raiding rival megacorps, destroying unwanted alien colonies, putting 
down riots, assassinating rival execs, etc. 


Sergeant Jazzuri checked his sensor panel again. His team was on station, 
half on patrol, half in concealed positions throughout the area. He didn’t 
know why, but they’d been put on priority red for this shipment. A dozen 
grav trucks were inside being loaded with hundreds of crates. Whatever 
Hajunka was shipping out, they didn’t want anyone else to know. His platoon 
of Cobra Marines was the best the megacorp security forces had to offer. 
They were more than enough security for a shipment of this size. All they had 
to do was protect the shipment until the shuttle was loaded and spaceborne. 


Sergeant Jazzuri walked around the building parapet again, adjusting the 
thermal concealment on his suit to match the ambient temperature. He would 
be invisible to IR and thermal sensors, while the darkness of the rooftop 
concealed him from normal sensors. At each corner he checked the two man 
LMG detachments, ensuring both crewmen were alert and ready to go. While 
one man scanned the monitors, the other swept the kill zone with the LMG. 
Tripod mounted, with every fourth round Armor Piercing, the LMGs could 
handle anything short of a Nexus tank. 


Satisfied, Sergeant Jazzuri went inside to check the internal patrols. This 
operation was totally black, so no radio comms were permitted unless they 
were attacked. They didn’t want to give the local police or Nexus Security 
Groups anything to investigate. The Colonial Marines that formed the 
colonies’ only garrison since the Nexus pull out three years before was 
inadequate for planetary security, let alone defence. They’d just become an 
adjunct to the NBI, taking on hard targets for the prosecutor. Hard targets like 
megacorps shipping illegal weapons or drugs. Jazzuri wondered if tonight’s 
shipment would attract the Colonial Marines? While he respected their 
capabilities, he knew he had adequate forces to take care of them. 


The inside posts checked out okay. Satisfied, Jazzuri headed to the lobby 
security post. The local exec had set up her command post there. Jazzuri had 
met some tough customers in his line of work, but he’d never met anyone as 
cold hearted as this lady exec. As Jazzuri reported in, she stood up behind the 
Security Chief’s desk. She wore the latest fashion from Terra, a tight mini- 
skirt, a tight jacket, high heels and a visible mini-pistol holster on the outside 
of her thigh. With megacorp rivalries becoming more intense as Nexus 
focused on saving humanity from the Kryomek, exec assassination had 
become more common. Now the fashionable execs all wore firearms openly, 
telling everyone they were valuable enough to be assassination targets. In this 
case, Jazzuri knew that this exec wasn’t just putting on airs. He also knew she 
would know how to use that little peashooter when the time came. The tough 
little bitch probably used explosive bullets too! 


“Well Sergeant, are your men doing their jobs?” her question held as much 
condescension as Standard would allow. 


“Yes Ma’am, all areas secured as ordered, no sign of any external 
surveillance. The route to the spaceport is still clear, my det at the shuttle also 
reports clear. We can move out with your trucks as soon as they’re loaded.” 


“Very well. We should be moving out in 15 minutes. Once the containers are 
sealed your men can enter the warehouse area and load up on the trucks. I 
don’t want any security vehicles drawing attention to this shipment.” 


“You know my views on that, Ma’am. You’re in charge. But I still think 
we'd be better off with at least a wheeled armored car escort.” 


New Unit 
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“Out of the question. But thanks for bringing it up again. I might have 
forgotten that you already mentioned it a hundred times. You’re dismissed.” 
She said in a haughty voice. 


‘Bitch’ thought Jazzuri as he moved to return to the roof. 


Before he did so, the security intercom crackled. One of the warehouse crew 
was calling for the exec. 


“Boss, we just heard some noises from the sewer. Can we have the security 
team check it out?” 


“Are the containers fully loaded and sealed?” 
“Negative, we have two more to go.” 


“Then no one else can enter the bay. Tell your nervous nellies to stop hearing 
things and get back to work.” As she turned after her curt dismissal of the 
work crew, she saw Jazzuri punching up building plans on the security 
monitor. 


“What do you think you’re doing?” she asked. 


“Seeing if we’re vulnerable, ma’am. We usually put a squad into the loading 
area as a backup. You ordered us not to, and now I’m worried.” 


“You have you orders, carry them out. If you keep questioning me, I’ll have 
to fire you and promote your assistant. Your team is not permitted in the 
loading area. That’s final!” 


Just then the building shook as a series of explosions went off. Fire alarms 
sounded throughout the loading dock area. Jazzuri reacted first, calling his 
team. 


“We’re under attack from inside the building. North and South corners hold 
fast, East and West, get mobile and enter the building. Move to the loading 
dock doors. All action is confined to the dock for now. Do not enter the dock 
until I get there.” 


Jazzuri turned to see the exec, gun in hand, scanning the video of the dock 
area. The security cameras showed billowing smoke. 


“Switch to thermal, now. And put that toy away, you might hurt someone.” 


She glared at him, but punched up the thermal codes. She holstered her pistol 
while the displays switched over. For the first time Jazzuri noticed that she 
had damn fine legs for a forty year old. 


The thermal scan remained blank. Jazzuri knew what that meant, a raid by 
units with access to military restricted hardware, including sensor 
concealment grenades. 


“All units, we’re under attack by marines. Set weapons for armor penetration. 
Look alive people, this is the real thing.” 


The comm unit crackled to life again as Jazzuri dashed to the loading dock 
area. His platoon was already responding as they’d planned. His job was to 
lead the fight around the cargo, while his First kept the perimeter secure. As 
Jazzuri left the security center he heard chilling news. 


“Boss they’re wearing red and silver armor, they look like.....” the staccato 
bursts of an auto-shotgun cut-off his words. 


Only the Predator Marines wore red and silver armor. The elite of the elite, 
they were the clean up squad for the Nexus Quoromate. Too valuable to be 
used against the Kryomek, for thirty years they had been used to enforce the 
Quoromate’s will. If they were here it meant two things. Hajunka was doing 
something so illegal that the Predators had to be committed. Second, short of 
a miracle, Jazzuri and his platoon were dead. Nothing they had was a match 
for the Predators. 


He was 10 meters down the hallway when his tactical display showed the two 
LMG teams dying outside the loading dock, they never even got a shot off. 
Out of nowhere the Predators appeared, SMG rounds bouncing off their armor 
before they calmly cut down his crew. 


Jazzuri knew his only chance was to withdraw with his remaining men. 


“Cobra Marines, fall back to evac point Gamma, I’ll meet you there. Leap 
frog drill, and use your cover wisely. We’ve got Predators inside.” 


“Roger, Sarge. We’re breaking down now. Get your butt out now, we’ll hold 
for you at Gamma.” 


“Okay, First. I’m on my way. Just going to pick up the Exec and I’m gone.” 


“That little tramp’s not worth your blood Sarge, just bail out now!” came the 
reply. First Sergeant Pamela Xuris never did like dainty female execs. 
Except when they fell into bed with her. 


Before Jazzuri could reply, he spotted a Predator entering the hallway, not 
through a door, just plowing through the wall. A flashy maneuver, easily 
accomplished in power armor, but one that left the basher exposed for a vital 
second. In that second Jazzuri fired the AP grenade he had loaded in his 
over/under Combat Rifle/Grenade Launcher, and caught the Predator just 
below the right armpit. Any other armored suit would have exploded 
outward, but not a Predator suit. The man inside died, but the suit just fell to 
the floor, a gutted, gory, smoking shell of beryllium bronze. 


The next Predator knew better. Even though Jazzuri turned and ran, the 
grenade that sailed through the hole and exploded caught him from behind. 
His Cobra armor saved his life, but he lost his sensors and was badly bruised 
by the blast. He kept running to the command center. 
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The Exec was busy punching up codes on the command console. She turned 
with her pistol out as he came in. 


“We’re getting out now, the Predators are right behind me.” He gasped. 
“No. [’ve got to set off the self-destruct. Hold them off while I finish.” 


“You're nuts lady, I’m out of here. If you’re not coming, screw you!” Jazzuri 
headed for the doors. 


“Coward!” she cried as she fired into his back. Jazzuri’s armor, weakened 
and scored from the grenade blast, was no match for the explosive bullet that 
ended his life. As he bled to death inside his armor he regretted not letting 
Xuris have her way with the exec. 


Cynthia crouched behind the console, still punching in codes. The destruct 
charges were set, now she was dumping the compcore. Although one of the 
charges was inside it, she couldn’t risk Nexus recovering any data from this 
project. She'd fulfilled every contract, no matter how hard or distasteful. 
That’s why she had made exec at 35, and was picked for Project Galahad. 
She’d failed in getting the cargo out, but she’d protect Hajunka, and herself, 
from legal problems. 


She never heard the Predator come up behind her. ‘Nice ass’ he thought just 
before he shot her in the back. She fell into the console, her blood mixing 
with the sparking circuits as the system shorted out. 


“Security Center secure, two dogs down, no casualties. No sign of self- 
destruct or compcore erase Lieutenant.” He reported. The inside lights 
reflected off his red and silver armor as his seven foot armored bulk strode 
through the room. Through the doorway he spotted the withdrawing Cobra 
Marines. Without hesitation he raised his gauss rifle and methodically picked 
them off as they tried to run. His special GR easily penetrated their armor at 
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this range. When one of them dropped behind 
a low wall for cover, he fired through the wall. 
He saw her rise and try to shoot back, but 
another round flung her backwards as her 
chest exploded. First Sergeant Xuris had 
waited too long for her Platoon Sergeant. 


“Front sector secure, six more dogs down, 
Lieutenant” was the crisp report. The Predator 
moved to a position out of the light to cover 
the front entrance. Predators were never 
supposed to be seen, hence the standard ‘shoot 
to kill’ and ‘no survivors’ orders that 
accompanied almost every mission. 


Lieutenant Gyag supervised the clean up in the 
loading dock. His team went from body to 
body, shooting each in the head with their 
autopistols. There could be no witnesses for 
this mission. 3" Squad carried the bodies of 
their two casualties into the trucks, while 1* 
squad finished the loadout. Within minutes, 
everything was ready. The trucks pulled out, 
with the windows carefully obstructed so no 
one could see the unarmored Predators driving 
them. 


As the Lieutenant ordered his team to pull 
back, he decided to verify Jaworski’s report 
that self-demos hadn’t been initiated. Nexus 
Control wanted Hajunka to know they’d been 
targeted, without leaving proof that it was 
Predators. He jacked into a compcore port. 
Bad news came immediately. 


‘Thirty seconds to destruction, evacuate now.’ 
was the message that scrolled across his heads 
up holo display in his helmet. 


“Everyone out now! She’s going to blow in 
less than 30 seconds. Rendezvous at Point 
Omega. And stay out of sight.” He called as 
he jumped down one of the sewers they’d used 
for entry. His taccomm showed the last squad 
was underground just as the building shook 
with explosions. 


His platoon assembled at the spaceport, inside 
an unmarked shuttle. Containers loaded, they 
took off, headed for a Fleet corvette in orbit. 
Everyone was quiet as their armor came off. 
Despite the successful mission, two dead was a 
higher price than they usually paid. 


“Was it worth it Lieutenant?” asked Jaworski. 


“Yeah, it was. We can’t let the megacorps do 
whatever they like. Those containers hold 
enough SWAT armor to equip a Myriad. 
Would you like to face a Myriad of Hajunka 
SWATSs next mission?” 


“No sir. But couldn’t we just blast ‘em 
openly?” 


“They pretend to follow the law, Nexus 
pretends they follow the law, and we take care 
of ‘em when they get too far out of line. 
That’s our job. That’s the reason why.” 


The team just nodded and sat silently as the 
shuttle docked with the corvette. 


PREDATOR MARINES 


Armor Class — 4 
Morale Class — Elite 
Fire Combat — Elite 
Close Combat — Elite 


Have special weapons, so no heavy weapons 
units needed. Elite missions, guard of the Nexus 
Council, all male, all combat veterans, minimum 
rank is corporal (with associated optional rules) 


Organization 


Cention — 4x platoons + HQ bi-squad (CO — 
Myracom, XO — Centurion, 3x Captains, 5x Sgt) 


Platoon — 2x bi-squad + HQ sqd (CO- Captain, 
Sen. Sgt, 3 x Corp) 


Bi-squad — 2x sqd (lead sqd Idr is LT and Bi-sqd 
CO) 

Squad — 5 men (Sgt, 4x Corporal) 

Total — 110 men 


from Martin Fenelon at Kryomek USA 
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HiCDERM 
MIC TARS 


Coming Sept 2003 


Ask for it at your 
local game store. 


Find out more at: 
www.RPGObjects.com 


d20 Product Reviews 


BASICS 

Monsters of the Mind is a 64 page softbound 
book from Green Ronin Publishing. The 
covers are illustrated in colour while inside 
there are many black and white illustrations 
of the various monsters. It introduces 50+ 
psionic critters to be used in the d20 system. 
The retail price is $14.95. The Psionics 
Handbook from Wizards of the Coast is 
more or less a necessity. 


BETWEEN THE COVERS 

Monsters of the Mind is a_ bestiary 
containing many interesting creatures to be 
thrown into any fantasy d20 game. The 

book is a follow-on to the book Mindshadows, which introduces the island of 
Naranjan. This is Green Ronin’s fantasy setting inspired by the mythology of 
Southeast Asia. Although each creature description has a section describing its 
role in Naranjan it is easy enough to lift any or all of the psionic beasts out 
into a different fantasy setting. There should be no problem finding a suitable 
challenge from this book. The challenge ratings vary from the low — the 
Sudarshan Sucker is a psionic-power draining beetle with CR 1/4; to the high 
— the great wyrm Makara dragon and bizarre Wondrous Many-Headed Beast 
Of Ketasha both weigh in at CR 21. There is also a good variety of creature 
types to choose from; there is plenty of undead, a few plants, an ooze or two, a 
selection of aberrations, beasts and animals, and of course, a dragon. Green 
Ronin have taken two of the monsters from Dungeons & Dragons and given 
them a psionic upgrade. The Aboleth & Yuan-ti both have Naranjani versions. 
These beasts are like their ‘basic’ cousins but with the addition of various 
psionic abilities. The Naranjani Aboleth for example, has a few telepathic 
powers such as dominate and mindwipe that help make it just that little bit 
scarier. Thoughtforms stand out as one of the more unique concepts 
introduced in the book. There are six types of thoughtform to match with the 
six disciplines of psionics. Each of them comes in varieties ranging from 
challenge rating 3 (for the 2 hit dice version) through to challenge rating 13 
(for the 21 hit dice version). The thoughtforms have a personality and 
appearance to match their particular discipline. The thoughtforms of the three 
mental disciplines (telepathy, metacreativity, and clairsentience) for example, 
are all incorporeal. The Ego thoughtform, representing the psychometabolism 
discipline, is a huge mass of muscles, perpetually angry and ready to attack 
with huge fists. On the other hand the Seer thoughtform, the clairsentience 
embodiment, is a jumbled mix of noses, mouths, and ears and while it has a 
superb level of knowledge of what is going on around it, it is not always too 
sure what to do about it. 


VALUE 

The book is well presented and attractive. It has a variety of monsters in it. 
How can it go wrong? Well, it doesn’t really. Some of the ‘In Naranjan’ 
sections describing the role of the particular monster in the original setting are 
a little short but other than that there is very little to take fault of in this 
product. If you like monsters and you like psionics then this may be the book 
for you. 


BASICS 

Crooks! is the latest supplement for Mutants 
& Masterminds from the dynamic duo of 
Green Ronin and Super Unicorn. It’s a tome 
of super-villains that need to be punched in 
the brain by your players, but it’s also more 
than that, more on that below. It’s a 128- 
page hardcover book with full-color cover 
and also full-color interior printed on glossy 
paper. Retail price is $27.95 USD. 


INSIDE 

There certainly are many bad guys in 
Crooks! but the additional material is also 
highly usable too. It starts off with a comic 
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that details The Atomic Brain’s most recent scheme to conquer the world. It 
leaves you with a “to be continued” cliffhanger and I’m hoping that the story 
is picked up sooner rather than later. In fact, as far behind me as my comic 
buying days are I could probably be pretty easily tempted into collecting 
Mutants & Masterminds comics. Next, we’re presented with the more 
information about the Meta-4 universe (M&M’s game universe) that could be 
adapted to another super-hero game pretty easily. Crooks! has a more broad 
look at the Meta-4 universe than Freedom City did but you can use the two 
together because there is no reason that your heroes/villains can’t save 
people/wreak havoc nationwide or just simply pick up and move. After our 
history lesson, which is a very good read by the way and it drops the names of 
many more characters that populate the heroic world we move into a section 
called Mooks. You know, henchmen, lackeys, agents, or as they are 
sometimes referred to, speed bumps. 


Mooks, which range from evil aliens to demons to ninjas to zombies (and lots 
in between) are generally lower PL threats to throw at your players. They can 
be used in groups of like mooks or to bolster the super-villains ranks. Their 
PL’s range from 1 to 21, with the average being around 5. On the low end 
(PL 1-3) are the cultists, aliens, werewolves and zombies (speed bumps) and 
in the middle PL’s (4-6) are guys like agents, military personnel and ninja. 
There are some high-PL guys in this section (combots, mechanaughts and 
demons) but they are really not full-fledged villains in their own right so they 
are much more at home in this section. I think of the high-PL ones sort of like 
Sentinels in X-men. One hell of a threat but really not the same in terms of 
storyline or use as say, Magento. 


OK, on to the big bad guys, the Crooks! Inside we find twenty-nine single 
villains, four teams and one villainous organization. There are a few repeated 
from previous books (The Atomic Brain and Kalak the Mystic) and some that 
just had pictures (teases) in previous books are now presented here. The 
Atomic Brain and Kalak are both expanded upon (mostly with ‘da Brain) so I 
was ok with seeing them again. The new bad-uns have a good spread of PL’s 
with plenty at PL10 and then plenty right around there in the 8-12 range and 
then, in general, fewer for the higher PL’s. Whatever the current PL of your 
heroes you'll find guys to nail them with in here. There are extremists from 
both side (left and right) here in addition to your regular egomaniacal bad 
guys. Blitz II and Iron Cross are Nazi types and then you have Beholder who 
is a performance artist gone way, way wrong. There is also the less-than- 
serious (but shouldn’t be taken too lightly) Miss Martian who is described as a 
“Demented Alien Honeytrap”. 


The groups consist of two to six members and also of varying average PL’s 
but most are still around the 9-10 area. Murder Man & Butcher Boy are a 
nasty duo of underground criminals that would do very well in a gritty, dark, 
urban setting. The Bestiary is a very solid group of villain super-soldiers that 
have an average PL of just a tad over 10 and could make an excellent ongoing 
foil for your hero group. The Clique is an all-girl (except for their robot 
Boytoy) that average a little lower than PL 10, but there are 6 in the group. At 
first glance you might think them too fragile to (they are a bunch of girls after 
all) toss them into a real scrap but you’d be wrong. They should be good for a 
decent fight. 


Unitrol is not so much a super-villain group as a terrorist organization. It’s 
given a two-page write-up and could (should) be expanded upon in a future 
publication of its own. As they stand in Crooks! they can be used along with 
the terrorist and agent profiles in the Mooks section, but some further fleshing 
out would be nice. 


All villains are presented with a color picture, background information, a stat 
block, and capers that can be blown into full-fledged adventures. The artwork 
is up to the high standards that I’ve come to expect from Green Ronin/Super 
Unicorn. 


After our lineup of the new usual suspects we get into some new rules, 
starting with villainous player characters. There are some rule changes when 
switching sides, but it’s really more a change in game philosophy and feel in 
my mind. There’s a host of new feats that were designed primarily around 
villains but just about all of them are also perfectly suitable for her PC’s. 
There’s also a single new power (Variable Effect) which allows you to pro- 


duce a power with, well, variable effects. Hey kids, watch me pull a rabbit 
out of my hat. A new energy type (Chemical) is also here and it’s very 
appropriate for bad guys, but I could see a hero built around a chemical 
concept also. A few new devices and weaknesses are presented and I 
wouldn’t mind seeing a whole book devoted to new devices, powers, feats and 
offshoots of existing ones. A handful of templates (Vampire, Werewolf, 
Zombie, etc) get us close to the end of the new rules section and these would 
not only be useful for villains but the vampire and werewolf templates could 
be applied to heroes to help create the tortured-soul hero that is trying to deal 
with his evil nature. The zombie template might be harder to pull off for a 
hero but it might be fun to try. Two campaign options round out this section 
and they include ‘“‘Crisis Level” and “The Legal System”. With “Crisis Level” 
the GM has a system to gauge the positive and negative effects of your players 
taking care of business or getting their asses handed to them again and again. 
Does the public go from being indifferent towards the heroes to revering them 
and looking to them in awe or do they reject their silly idealism because 
they’ve seen them getting pounded into jelly too many times and have 
resigned themselves to servitude under the iron fist of tyrannical villains? In 
the “Legal System: you have a quick set of rules to take villains to trail and go 
for a conviction after the fight is over. What about heroes that are set up or 
screw up and hurt/kill a bystander during a fight. Immunity from 
prosecution? I doubt it! 


VALUE 

If you’re just a player in a Mutants & Masterminds campaign you’ll probably 
pass on Crooks! as it is mainly a tool for your GM and reading through all of 
the villain descriptions and stat blocks will spoil some of the surprise when 
they show up to kick your ass. As a Mutants & Masterminds GM this book 
will be invaluable to me. Don’t get me wrong, I do like writing up new 
villains with which to menace my heroes but it can be tedious and take away 
from game time or adventure writing. The several dozen villains presented 
here will save me lots of time and the adventure seeds (lots of them) will also 
help develop some new adventures. This book continues in the short, but 
awesome, run of Mutants & Masterminds products. 


BASICS 

Published by Green Ronin and the Game 
Mechanics, the Modern GM Screen is a 4- 
panel folding screen on heavy cardstock that 
comes packaged with 32-page adventure. 
The screen boasts a full color combat scene 
for the players to view (ninjas, army guys, 
MIB’s, tanks and more battling it out) and 21 
tables for GM’s to reference as needed during 
play. The adventure booklet’s artwork is all 
black & white and the duo will set you back 
$14.95 USD. 


INSIDE 

Ok, first up is the screen itself. I’m surprised 
that WOTC has not done a d20 Modern 
screen yet, but am very glad to see one by another publisher. It’s your pretty 
standard 8.5” tall 4-panel folding screen and it should hold up very well. The 
most useful charts are Actions in Combat, Concealment / Cover, Attack / 
Defense Modifiers, and Condensed Grapple Rules. The others are not useless 
by any stretch, but these are just the ones that I’d get the most mileage out of. 
The Condensed Grapple Rules chart will really help out a GM in the bundled 
adventure, but more on that a little later. The text was all easy to read, but one 
thing that would have made it even better would be a slight gray highlighting 
on every other line just to make each entry stand out on its own a bit more. 
Not a huge deal, just a minor wish on my part. The artwork is fine, but I 
wonder how a 2-sided screen would do? One with larger type versions of 
some charts for players to refer to during combat and stuff like that. Just a 
thought. Anyway, a good useful screen. 


On to the adventure, “Come for the Reaping”. It’s an adventure for 1" level 
characters that assumes the characters are affiliated with Department-7, but 
provides hooks for those that are not. It could be easily dropped into another 
modern campaign model. The adventure is a rescue mission of sorts that will 
find the characters knee-deep in the dead and being 1™ level could result in 
several of them (of the recommended 4-6 character party) dead and then 
something other than dead. There is opportunity for rp’ing and interaction 
with some NPC’s in the adventure more inter-party discussion is likely, 
especially during combat where characters could get overwhelmed by 
opponents that are (singularly) inferior. The setting for the bulk of the 
adventure is an old mansion and compound with several floors and many 
rooms to explore. It reminded me, at least a little bit, of some old dungeon 
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explorations in Dungeons and Dragons. There is a horror theme to the 
adventure and this could be easily ported over to d20 Call of Cthulhu if you’d 
like. I know that it’s unlikely but I’d like to see parties split up into two’s or 
three’s to explore the mansion. It goes against every rule about staying alive 
while exploring a mansion where people got killed left and right but it could 
make for a more entertaining game and have one half of the party racing 
across the house to save the other half. The are nicely scaled and should be 
challenging unless your party really does the wrong thing and gets themselves 
in way deep. Let me explain it this way. Remember Diablo II, specifically 
the Cow Level? If you stay in one place you have a decent fight on your 
hands but if you run around trying to get away from the first fight you unleash 
even more mad cows and you'll eventually get swamped. Well, I did anyway. 
Same thing could happen here. Running away may be your party’s best 
chance for survival but it could also open up all sorts of other problems. 


VALUE 

At $14.95 USD I can highly recommend the bundled package of the Modern 
GM Screen and the adventure “Come for the Reaping”. The screen is useful 
and the adventure is a good introduction to a modern (slightly fantastical) 
setting and it comes with six pre-generated 1“ level characters. There are also 
several blank enemy cards that can help a GM keep track of enemies and a 
blank d20 Modern character sheet. Money well spent in my opinion. 


BASICS 

The “Modern Player’s Guide’ by Green 
Ronin and The Game Mechanics is a 78-page 
softcover book that expands on the d20 
Modern rules by Wizards of the Coast. It has 
a $16.95 USD cover price and includes new 
starting occupations, class combinations, 
advanced and prestige classes, equipment and 
more. 


INSIDE 

The book starts off with a bit of an 
introduction to the modern gaming genre and 
its differences in character development when 
compared to fantasy games. It discusses the 
more rigid expectations and roles, in general, that are found in fantasy games 
and that it’s more likely that characters, and real people too, in our modern 
world bring a more diverse set of skills to the table, or the bar-room brawl, or 
investigation. 


New Class Talents give a minor expansion to each base character classes and 
new occupations, seven in all, bring some more starting possibilities. There 
are some new rules regarding multi-lingual characters that seem reasonable, 
but since it essentially results in characters being granted extra languages, as 
initial feat(s), it would be imperative that they be required to have a very 
applicable background story and make use of this ‘free’ benefit. The d20 
Modern wealth system is also discussed and even though the authors advise 
that it be left as is they do present alternate rules if you want to have a less 
abstract view of money in your game. I’m in agreement with the authors 
100% that it should be left alone (it’s one of my favorite parts of the d20 
Modern system) and I’d have been ok with these alternate rules just being left 
out. 


If you’re familiar with the class combos presented in Dragon magazine for 
D&D then you won’t be too in the dark here. The nine presented here 
combine the basic classes into a more varied assortment and | think that 
theyll fit in well with the standard stock. Advanced and Prestige classes, 
twenty-one in all, serve to further narrow the focus of your character and get 
them on their way to becoming a real expert. Spell-casting classes are 
presented here but they do not overwhelm the book and could easily be just 
forgotten about by anyone running a non-fantastic modern campaign. For 
those wanting to play in the more FX-Ability oriented game there are new 
abilities, but just a dozen of them and most are of pretty low levels. New 
equipment is also not given a ton of room but the best part of this section is 
the Equipment Packages. These give characters a nice assortment of stock 
equipment and then some extras depending on their Wealth bonus. 


The back cover indicates that there are thirty-five feats, but I counted thirty- 
six myself. I tend to like feats very much so any list of new ones will get my 
attention. A bunch are combat oriented (Bull’s Eye, which allows you to 
confirm a critical threat by spending an action point when using a ranged 
weapon and Hail of Bullets which allows you to use semiautomatic firearms 
as if they were automatics.) but certainly not all of them and ones like Good 


Impression and Poker Face will really come in handy in role-playing 
situations. Anyone using guns (and who won’t be in a d20 Modern game?) 
the appendix on Ammunition Variants is very welcome indeed. If you 
haven’t picked up Ultramodern Firearms (by Green Ronin) this could get you 
by until the gun bug really bites deep into you. When that happens get 
Ultramodern Firearms and really let some lead fly. The book ends in a great 
list of all of the feats from the d20 Modern rulebook, Urban Arcana, 
Ultramodern Firearms and this book. The prerequisites and benefits are listed 
but you’ ll still need the other volumes to make full use of them all. It’s not 
here to replace the need for those books but it was nice to see them all in one 
place, at least all of them from those four books. As the number of d20 
Modern supplements increases so do all of the lists to keep track of. 


VALUE 

At $16.95 USD this is a well-priced addition to your d20 
Modern collection. It’s a bit light in the FX area, but that wasn’t 
too much of a problem for me. The artwork was all ok, in a 
comic book kind of style. This is a great player reference 
manual for d20 Modern but I can see DM’s picking it up just to 
expand on the NPC’s found in their world. Well worth the 
price! 

(Y BASICS 

OE con Skull & Bones, By Green Ronin 
and Adamant Entertainment, is 
the Mystic Vistas line of 
historical based d20 campaign 
settings. It’s a 192-page 
perfect-bound book with full 
color cover and black & white 
interior art. It presents a pirate 
campaign setting set starting at 
around 1690 up to about 1720 


dungeon crawling. It has a 
retail price of $27.95 USD. 


necessarily feral in the least) but can attain higher levels of magic than the 
Bokor. 


Since you’re locked into playing a Human character you can choose from 
various backgrounds to flesh them out a bit. You can also take Fortunes to get 
additional bennies, but you’ll need to take an III fortune to balance each Good 
one. General fortunes are pretty even keel like “Drownin’ Look” which gives 
you a—4 modifier to keep from drowning but whenever you get brought up on 
charges in a court your punishment will end up being something you’ll 
survive. Six Prestige Classes are given and all are extensions of the non- 
magical base ones. 


Players will make an easy adjustment to silver, rather than gold, being their 
regular coin of choice. Gold is present but silver is used in far greater 
amounts. A brief section on the silver-based economy, equipment and goods 


and is a definite departure from Hi stor cal, Fan fasy, Sci-Fi 


INSIDE Custom Made Terrain 


Skull & Bones is not your typical fantasy pirate setting. If that’s 
what you’re looking for you are probably better off checking out 
Freeport, also by Green Ronin. Skull & Bones bills itself as a 
“Swashbuckling Horror” setting and with that said it has many 
differences from your typical fantasy world, even a pirate one. 
This is more of a historical setting with a very large dash of 
cinematic license thrown in to keep things from becoming 
nothing more than a bunch of smelly guys on a boat, but you 
won’t find goblins with eye patches and blackpowder pistols 
here. 


PC races are the first change. Humans are it. Ok, so there you 
go. No elves, no dwarves, no goblins. Being a historical-based 
setting this makes perfect sense but it’s something worth 
knowing right off the bat in case you’re expecting something 
else. Classes are the next to get a makeover. First, go ahead and 
toss out any arcane based spellcasters or assume that those with 
arcane abilities lose them. Clerics and Druids are basically 
eliminated also with Druids only being able to retain any divine 
power while still with their tribe (which won’t happen if they are 
an adventurer) and Clerics requiring a Holy Relic to gain access 
to even 3" level divine spells and never going above that. 
Clerics are really the only holdover spellcaster that has Skull & 
Bones possibilities. Other base classes are usable, some with 
minor adjustments, some with major and some with none, but 
fighters and rogues will probably dominate the party unless you 
dive into those presented in the book. Five new base classes are 
presented. Three are seamen (Buccaneer, Sea Dog and 
Shantyman). The Buccaneer is sort of a fighter-ranger type and 
the Sea Dog is the scurvy gruff pirate that you’d imagine. The 
Shantyman is akin to a sea-going bard of sorts. Replacing the 
core spellcasters that were gutted are the Bokor and Hougan. 
The Bokor are sorcerer-like in how they cast spells but don’t get 
past 4" level spells and they suffer damage (hit point damage) 
for practicing their black arts. Not an easy road to walk but it 
can be a powerful one as basically nobody else will have magic. 
A routine fireball can become the thing of legends here. Hougan 
are an equivalent to Clerics but are more tribal (not necessarily 


& Gaming Accessories 


"Enjoy your visit to our online 
Galleries & Gaming Reports" 


& services is presented and along with what’s in the PHB is sufficient. The 
changes to combat take up just four pages but they are significant indeed. 
First, expect to be running around in very little or no armor at all, not even 
magical. Get the idea of rings or protection and ‘plussed’ armor out of your 
head early on. Increasing your AC through your DEX bonus is critical. In 
combat you lose hit points as normal but at zero you start taking CON 
damage. Any time you take CON damage you must take a FORT save or lose 
consciousness. Recover from damage is also significantly faster than in the 
PHB and that’s a good thing because you’re likely to get into some scraps 
with guys that shoot first and ask questions, well, never. Also, there is a class 
of npc’s called ‘Cannon Fodder” who only take CON damage, never hit 
points. They are the unwashed, well you’re all probably pretty unwashed as 
pirates, masses that get mowed through en masse by the heroes and villains of 
Skull & Bones. Another thing to keep you alive and kicking is having 
multiple ‘lives’. These are a secret (known by the GM) number of points that 
save you from death by the skin of your teeth or if you’re out of them you sink 
to the deep. When you’re time comes you’ll be asked to ‘Roll the Bones’ by 
the GM and they’ll consult a table for the result. This roll could also come 
from other significant events, not just getting run through with a cutlass. 


Several possibilities for running your pirate campaign are presented and while 
being bad-ass cutthroats who would sell their grandmother for a handful of 
silver doubloons is right on track you could also play in a heroic campaign or 
one where you are much more selective over where you find your plunder. 
Also, you could take to the sea as undead pirates. Boats and maps of islands 
to explore are given a good look but this isn’t a game of tactical combat. The 
emphasis is really more on exploration and adventure, and saying “Arrr!” a 
lot. The section on monsters is brief, but pretty complete for the setting. You 
won’t be running into kobolds and orcs but amazons, troglodytes, and giant 
tree frogs are all likely encounters along with the many other sea dogs that 
you'll be putting the sword to. The horror element of the game really comes 
into play in the Spells & Magic section. Voodoo is very real here and running 
into a hoard of Zombi (zombies in fantasy games) will likely cause much of 
your crew to piss themselves. We are in the Caribbean after all and all 
manner of strange rituals take place. A very short starting adventure is also 
included and while it won’t keep your party going for hours on end it is a nice 
place to start. 


VALUE 

You’re either going to really like this book or see it as something that just 
isn’t your group’s cup of tea. While not strictly historical it’s not even close 
to a regular fantasy setting. It’s not supposed to be though. The setting was 
put together very well and could provide for a very enjoyable game. If you’re 
of a strictly fantasy mindset, however, you’re better off with something like 
the Freeport setting. 


BASICS 

Artifacts of the Ages is an 80-page softcover 
Dungeons & Dragons (or other d20 Fantasy 
game) supplement that seeks to bring magic 
weapons out of the realm of being used until 
they are below the power level of the 
character that wields them and being tossed or 
sold to items of power that can increase in 
power long with your character. It has a color 
cover and black & white interior art with a 
retail price of $16.95 USD. It is produced 
and published by Green Ronin and The Game 
Mechanics. 


INSIDE 

Twenty-nine new magic items are found here and they could all be very 
powerful, but only in the right hands. Each has some powers that anyone can 
exploit but each also has powers that get better in the hands of what is called a 
Scion. In fact, the Scion is a Prestige Class, four of them really (Battle, Spell, 
Faith and Swift) that allows a character to sort of tune himself to the weapon 
if he meets certain other criteria and takes levels in the appropriate Scion PrC. 
Each of the Scion PrC’s are an extension of the Core classes and advance in a 
fashion that you’d expect (+1 level for spellcasters, bonuses to hit and 
additional feats for Battle Scions, etc) but none of them are special at all 
without one of the artifacts in your hands. How you come across one of the 
artifacts in the book is up to your DM. It’s seriously unlikely that you’ ll come 
across one in a pawn shop, but a dragon’s hoard just might net you one. As 
you go up in levels in the appropriate Scion PrC you’ll unlock new or 
increased powers of the weapon. 


& COMEMECHan 


Battle Scions (fighter types) get the most weapons and the ten of them consist 
of swords, rods, staves and axes. Spell Scions get two swords and the rest are 
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staves, as you’d probably expect. There are only four items for the Faith 
Scions and I’d have liked to see more. Paladins are assumed to follow the 
Battle Scion path and this probably lead to the decrease in items in the faith 
arena. The Swift Scion gets a little bit of everything and Bards have a really 
nice sword that is well worth questing for. Each weapon also has a decent 
picture accompanying its description. There are also some guidelines for 
building your own special items, which will benefit DM’s that want to stray 
from those in the book. 


VALUE 

As much of a freak for Prestige Classes as I am I’m not 100% thrilled how 
they work in conjunction with the weapons presented in the book. The four 
PrC’s in the book do get many of the advances of the Core classes that the 
characters probably came from, but I’d rather have more freedom to advance 
in other classes than be locked into the Scions to get he full benefit of the 
items. Now, when it comes to the items themselves I have nothing at all to 
complain about. I really liked them all. The are all worthy of being part of a 
quest and once they are in the possession of a character they are worth holding 
on to. In my campaign I plan on incorporating at least a few of them but 
without the requirement of the Scion PrC. I'll have to do some work on my 
own to remove the need for the PrC but in the long run I think that my players 
would rather pick up a weapon that grows with them but still allows them to 
progress as they wish. I really do like the idea of a weapon getting more 
powerful and really becoming something of legend, along with the character, 
but the Scion PrC was a bit of a letdown for me mainly because I didn’t see it 
as being absolutely necessary. 


BASICS 

Bow & Blade: A Guidebook to Wood Elves is 
the newest installment in the Races of 
Renown series from Green Ronin Publishing. 
This book is a supplement for the d20 System 
and was written by Dragon Magazine editors 
Chris Thomasson and Jesse Decker. Bow & 
Blade will allow those players with an affinity 
for elves to have even more flexibility and 
variety in creating characters of the pointed- 
ear sort. 


Along with supplying ways to create 
interesting wood elf characters, this book 
allows for the creation of unique encounters 
and forest environments. The tome gives a 
multitude of ways to include wood elves and their sub-races into your role- 
playing games. All of the information provided by the authors will be a 
treasure trove for any player or game master looking to expand a new or 
existing campaign. 


PRESENTATION 

Green Ronin Publishing has presented the gaming community with a well- 
conceived and innovative product. Bow & Blade weighs in at 103 pages and 
is perfect bound and soft backed. The book is laid out in easy-to-read black 
on white text with Green Ronin’s usual supply of above average black and 
white artwork scattered throughout. The only full color picture is the front 
cover of the book. I was tickled pink when I arrived at the end of Bow & 
Blade and found an index. Not enough gaming books have an index these 
days. This find was a very pleasant surprise. 


Bow & Blade is well edited. The chapters are concise and supply plenty of 
material on wood elves and their various sub-races. Besides the section on the 
wood elf races there are chapters devoted to new classes and prestige classes, 
new skills, new feats, new equipment (magical as well as mundane) and new 
spells. One of the larger portions of the tome is the one devoted to the wood 
elf sub-races. There are even a couple of pages devoted to the religion of 
wood elves. There is no real shortage of detail in this book. Elf aficionados 
will not be disappointed. 


VALUE 

With the amount of information that this book can supply its $19.95 MSRP is 
a bargain. Let’s see if I can convince you that shelling out your hard-earned 
money on Bow & Blade: A Guidebook to Wood Elves is well worth the 
investment. So, what makes this book so worthwhile, you may ask? Let us 
begin with five, count ‘em, five new sub-races of wood elves that are suitable 
as player characters. 


To further expand upon the variety of Dungeons & Dragons you get seven 
new prestige classes, including the Soul Archer, Speardancer and Wildsinger. 
To compliment these classes there are over forty new feats, including two new 
types of feats: Blood Magic and Soulbound. 


Besides seven new martial and magical art styles there are the creatures of the 
forest that are contained in the pages of this tome. Some of which are allies 
and mounts for the wood elves. No D&D supplement would be complete 
without some new spells. 


There is new voodoo for bards, clerics, rangers, sorcerers and wizards, as well 
as spells for the shamans and witches of Green Ronin’s Master Class series of 
books. A couple of examples of some of the new toys included are alchemical 
arrows and dual grip exotic weapons. Do not despair if you are a game 
master. There is information aplenty for you, too. The handiest will be the 
twenty levels of NPC stats for the Lifeweaver, Knife Fighter and the Soul 
Archer. 


There you go. This kit of options goes into just about every facet of wood elf 
characters. Since no fantasy game IS a fantasy game without at least one tree 
hugger in the group then this is a book that is a must-have for every fantasy 
role-playing gamer. You will not go wrong or be disappointed if you pick up 
a copy of Bow & Blade: A Guidebook to Wood Elves at your local game store. 


BASICS 

The Ultimate Character Record Sheet is 
Mongoose Publishing’s entry into what is a 
growing number of book-like character 
sheets for Dungeons and Dragons or other 
fantasy d20 games. It has a colored 
cardstock cover and 24 interior pages, one of 
which is the WOTC d20 license. It will set 
you back $4.95 USD and is v.3.5 
compatible. 


INSIDE 
Before looking at the page that make up 


your character’s record the interior of the 
covers bear mentioning also. They contain 
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over two dozen tables where you can roll out many of your character’s traits 
randomly or simply pick the ones you want to apply to him or her. Most 
experienced role-players have an idea of what they want to play when starting 
up a new character, but this certainly cannot hurt and would be very beneficial 
to a new gamer who might need a little help in creating a personality or 
background for their new alter ego. 


The interior pages (Stats, Skills, Feats, Animals, Misc Notes, Equipment, 
Advancement Record, Contacts, Physical Description, Psionics, Spellbooks 
[Arcane and Divine], Stronghold, Last Wishes, and some charts) are all easy 
to read and have large enough writing space so you’re not scribbling so small 
as to need a magnifying glass to read it. 


The Equipment Map page as it has a generic picture of a man and then 
blocked out sections for each location and space for you to write in what’s 
word or held there. It’s a nice visual representation of all your gear. The 
Spellbooks have enough room for over 100 Arcane and Divine spells and the 
latter includes your ‘turning’ information. 


VALUE 

It’s not radically different than other booklet character sheets but it does have 
some items of significant merit. The level/attack bonus/increase chart is 
welcome and I liked the pages devoted to your stronghold, although not every 
character in a party will make use of it. There are definitely some sections 
that will only be used by a minority of players (Psionics and Animal 
Associates come to mind) but without these couple of pages the whole book 
would be virtually worthless to Druids and characters with Psionic abilities, 
and to Rangers to a lesser extent. Now, if you’re a Ranger/Druid (with or 
without psionic abilities) that has a group of followers you’ll be pleased as 
punch with the booklet. 


Is it worth almost five bucks? Yes, but probably not to players of low-level 
characters since they seem to have a higher likelihood of getting greased. Of 
course, you could just make sure to use a pencil and then have an eraser 
handy. That’s what we did in the ‘olden’ days when we bought the old 
blue/green (basic) and yellow (advanced) Dungeons and Dragons character 
sheets. If you’re the kind of player that picks up and paints a miniature for 
each character that you run then you’ll probably be served equally well with 
this character record booklet. One-off and strict hack-n-slash players, who’s 
character rarely amount to more than a pile of numbers, will probably stick 
with pen and paper. 


BASICS 

The Slayer’s 
Guide to Game 
Masters is a 
parody — edition 
of Mongoose’s 
line of books 
which detail the 
lives of various 
fantasy races. 
This is a light- 
hearted 
dissection of 
your/‘my GM 
and it’s all done 
in a humorous 
tone so don’t take offense out there. It’s a 32- 
page softcover book with color cover and black & 
white interior art. It has a retail price of $9.95 
USD. 


INSIDE 


Mongoose is very up front about this being a 
parody book so if that’s not what you have in 
mind for your hard-earned ten bucks then by all 
means pass on this book. The psychology section 
talks about the different kinds of GM’s and they 
range from the Storyteller to Accidental GM’s. In 
the Habitat section you’ll learn about the 
environment in which your GM lives and how 
you can make the most of it. 


The most interesting, but still humorous, section 
to read was Methods of Warfare. In here you’ll 


find ways to rules-lawyer, power game, and outright cheat that would make 
any sane GM start twitching, but maybe even send them over the edge or get 
them kicked out of their house by the time you’re done. Some brutally funny 
stuff that should never be attempted in real life, please! There’s an almost 
equally nice section of convention GM’s and how 

Value 


At about ten bucks the Slayer’s Guide to GM’s won’t break your bank but it’s 
also not going to appear on everyone’s must-have list. There is some adult 
language in the book, but it bears Mature Reader warnings on the front and 
back covers so you know what you’re getting there. Even though the book is 
all done in a tongue-in-cheek manner there’s stuff in here that you’ve 
probably seen players or GM’s do. A lot of it is stereotypical but since there 
are seeds of truth in everything that is stereotypical the same applies here, just 
in an exaggerated form. It was an entertaining read and I did find myself 
laughing out loud a couple of times, but it doesn’t offer anything to your to 
screw with them. ‘game’. As s diversion it was a fun read and could be a 
useful warning to GM’s that see things going badly in their game, but I’d find 
it hard to say, “You gotta read this!” about it. 


BASICS 

"Sheoloth: City of the Drow" is a 256-page 
hardback game supplement for a d20 fantasy 
setting published by Mongoose Publishing. 
The book has a full-color cover with black 
and white internal illustrations. It has a retail 
price of $34.95 USD. 


OVERVIEW 

Mongoose Publishing has created a very 
detailed description of a Drow city that can be 
easily dropped into any d20 fantasy setting. 
The book includes sections on the history of 
Sheoloth, a general overview of the city, 
information on its construction, a description 
of its internal politics, major NPC's, new 
kinds of magic, and, of course, a detailed description of each of the city's 
sections. The later includes some points of interest with associated plot hooks. 
The book does not include an adventure, rather it is left up to the GM to build 
one based on the information provided in the book. 


DETAILS 

The book opens up with the history of Sheoloth told from the point of view of 
the Drow. It is vague enough to be adapted into almost any campaign setting. 
If you want to use Sheoloth as the center of your campaign, the information 
has just the right level of detail for a player's introduction. After the history 
section, there is a short overview of Sheoloth. Each major section of the city is 
described in a single paragraph and its relationship to the other sections is 
detailed. Construction methods, food, water, and political affiliations receive 
the same treatment. 


The third section of the book presents a day in the life for each level of 
Sheoloth society, from the lowest disposable slave up through the nobles, 
clergy, and wizards. There is information on law and order, the military, 
economics, and holidays. There is quite a bit of information in this section 
that makes the city come alive. The Drow are synonymous with political 
intrigue. The next section continues this tradition when it describes the various 
power blocks in Sheoloth, their memberships, responsibilities, and 
interactions with other power blocks. Important and powerful NPC members 
of each group are detailed, including stats and abilities. This section is full of 
adventure hooks. 


Necromatic Dominiation, Fleshbuilding, and Virurgy are three new Drow 
types of magic. A detailed description of each is provided, but it doesn't 
include the information needed for player characters to follow these paths of 
magic. That being said, there's plenty of game information on how the various 
types function. A resourceful GM could use this information to construct the 
spell lists for these types, either arcane or divine. As if the treacherous nature 
of the Drow was not enough material with which to build adventures, 
"Sheoloth: City of the Drow" also includes Drow heresies. The normal 
religion, that of the spider queen, has its own heresies, and these are covered 
in great detail in this volume. 


The remaining 150+ pages of this volume are dedicated to detailed 
descriptions of the parts of the city. Each major area is described, mapped, and 
points of interest are described. These descriptions include NPC's, situations, 
and, of course, adventure hooks. The adventure hooks in this section are not as 
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grand as those in the powers section, rather than provide a start for smaller 
adventures - like a single session. 


VALUE 

Ever since "G3: Hall of the Fire Giant King" was published by TSR, the Drow 
have been one of the most popular races in the "Dungeons and Dragons" 
world. Volumes have been written about them, both in resource books and 
adventures. "Sheoloth: City of the Drow" continues this grand tradition. 


First off, it must be said that this volume is definitely for a mature audience. 
The depravity of the Drow is documented here, though not in excruciating 
detail. Torture, prostitution, drug use, and murder are all part of the Drow 
make up and, thus, play a part in Sheoloth. This is definitely a volume for 
GM's rather than players. For the player, this work is only background 
information - there's no character classes, prestige classes, spells, or skills. 


For the GM, this volume is a detailed framework. It provides a complex and 
well thought out setting upon which the GM can build his adventures or 
campaign. There are lots of areas to explore - as either a Drow citizen or a 
visitor. With this book, and just a little work, a GM can run an extended 
campaign in one city - although, being a Drow city, it will have to be a high- 
level one. If you have a healthy (or unhealthy) interest in the darker Elf kin, 
and you are looking to bring them into your game as something more than a 
one-time villain, then this is an excellent resource. There is enough material 
here to quench anyone's thirst for the Drow. 


BASICS 

Redhurst Academy of Magic is 
a 162-page hardcover book (in 
full color on quality paper) by 
Humanhead studios that takes 
you through the halls and 
classrooms of an arcane 
university. It is printed in 
landscape format and has a 
retail price of $29.99 USD. It 
makes use of material from the 
3.5 version of Dungeons and 
Dragons. 


INSIDE 

Aside from the change in the orientation of the text the first thing you’ll 
probably notice about Redhurst is all of the scribbly red text all over the 
margins. This is intentional and ads a huge amount to the book. The main 
text of the book reads as if this was a welcoming catalog to a new university 
with you as its newest student. The red text is from the person that had the 
book before you. What, secondhand books already?!? The person that wrote 
in the book seems to have less than noble intentions and provides lots of 
information that wouldn’t normally be part of the opening tour of the 
university that you would get. You actually end up with more reading text 
than would be normal for book this size. 


Maps of the campus are all over the book in varying amounts of detail and 
they are all clear and easy to read. The academy is a huge multi-story facility 
that is actually large enough to run adventures in if you'd like. Apprentice 
magicians running around the campus getting into mischief until the day 
comes for them to venture out on their own. Or, they get kicked out of school 
for being bad seeds. NPC’s from the school secretary to the Headmaster are 
written up and given stat blocks. In addition to the administrative staff the 
teachers and the rest of the NPC’s are also given the same treatment and will 
make for lots of role-playing opportunities. Two new monster, a Thistler and 
Zbana, is presented along with two new Feats, Arcane Athlete and Redhurst 
Alumni. There are also a dozen magic items and new arcane spells for levels 
zero through six. 


As you would expect, a huge amount of the book is dedicated to describing 
the grounds of the academy. One very unique feature of the school is that its 
movable. Yup, the whole thing can up an change location. Many places of 
interest where the school has gone or students might find new adventures 
while still being enrolled at Redhurst. Dungeon World, Freeport and The 
Kingdoms of Kalamar are only a few of the places that you might visit in 
these field trips. If you or your players are intent on playing as students at 
Redhurst a lot of work has been done for you, as the GM. Depending on 
which school of magic you enroll in you’ll find information on your 1* year 
classes and advanced classes and signature spells for each school. This will 
really help a DM flesh out a campaign with lots of students focusing on 
different areas of magic. 


YOU WOULDN'T LIKE HIM WHEN HE’S ANGRY. 


_He’s 400 pounds of meat and blubber, none too bright, and easily 
= upset. His people call themselves the “grael,” but the rest of 
Caribdus call them “sea lions.” You'll call him “sir.” 


This big fellow is just one of the nine races you can play in 
50 Fathoms, the latest Savage Setting for Great White 
Games’ Savage Worlds. 


* Nine all new races, including the big cuddly fellow 
seen here, the mysterious kraken, the human-like 

masaquani, atani gliders, feral kehana, and 
solitary doreen—the last of their kind! 


¢ An exotic and magical new world that allows 
you to play fantastic races alongside noble 
British sailors, daring French swashbucklers, 
and even Oriental martial artists who have 


crossed over into Caribdus through the “Devil's 
Cross!” 


« An incredible backstory that slowly draws your player 
characters into the action at their own pace! 


* Dozens of new and exotic relics, weapons, Edges and 
Hindrances native to the Thousand Isles, and more 
detail on ship fights in the age of sail! 


* Acomplete Adventure Generator to help the Game 
Master handle everything from random expeditions to 
the deadly Plot Points™ that lead you to the final 
confrontation with the terrible Sea Hags! 


WWW.GREATWHITEGAMES.COM 


VALUE 

If you’re looking for lots of new Prestige Classes and a whole new spellbook 
then Redhurst is probably not for you as you get just two new PrC’s and while 
the selection of new spells is nice, it’s not the focus of the book. GM’s will 
have the most use/want for this book as it can really serve multiple purposes 
in your campaign. If used as nothing more than a very detailed description of 
the academy then it will do a marvelous job. In fact, it might turn out to be 
more than you really need if that’s all your going to use it for and you might 
have to stretch to make it worth your while since it’s packed with tons of 
information that you might not make real use of. It can also be used as a focal 
point of your campaign with the players coming from the ranks of former 
students or even current ones. A party of all-spellcasters will probably need 
some muscle to back them up though, but it could still make for an interesting 
game. Most of the artwork inside is top-notch with just a few pieces falling 
below that level but none of it is junk. It’s printed on very good paper and all 
of the text is easy on the eyes. The binding appears to be very well put 
together and the book opened flat to each page. I liked the references to other 
campaign settings like Freeport and Nyambe as it helps promote adventures in 
foreign lands. Being printed in landscape format, as opposed to the much 
more standard portrait, will make it stand out on your bookshelf but it will 
also stick out like a sore thumb. This is probably the only thing I would 
change about the book. Any fan of arcane spellcasting will really like 
Redhurst and I would highly recommend it if that’s you. 


=F CONTENT 
ert ; Fast Forward's "D20 Character Record Sheets" is 
RECORD SHE 


a collection of character sheets for the 11 core 
D20 Fantasy character classes. There are sheets 
for Barbarian, Bard, Cleric, Druid, Fighter, Monk, 
Paladin, Ranger, Rogue, Sorcerer, and Wizard. 
Each class gets the front and back of a page. The 
general combat and characteristics are on the front 
and the skills, abilities and equipment are on the 
back. There are also three generic sheets for 
Equipment Inventory, Skills, Spells, Treasure, and 
a Historical Record. There is also two forms for 
DM's - a 4-panel Monster and NPC sheet and a 4 
panel Adventure record sheet. The character 
sheets are bound ina full color card stock cover. 
The pages themselves are printed on heavy stock paper, and the whole thing is 
bound by two staples. It has a retail price of $9.99 USD. 


QUALITY 

The sheets clearly present the most needed information where it can be 
quickly located. But where these sheets really shine is in the quality of the 
decoration. Each page is illuminated with black and white calligraphy - the 
ornamented capitals resemble the work done in the Book of Kells 
(http://www.ted.ie/Library/kells.htm). Following the Celtic stylings of the 
ornamented capitals, the hit point tally and ammunition tracks are presented in 
an intricate celtic knot design. Celtic knots are also used to enclose most of 
the statistic blocks like base attacks, saving throws, and abilities. 


The additional sheets are not as ornamented as the character sheets, but then 
their purpose is to list more information. For example, the Spell Book page is 
a formatted as columns with the calligraphy only at the top. With all the 
attention to detail on the presentation, the character sheets do have some room 
for improvement. For example, it would have been nice to identify the class 
skills in some manner on the back of the sheet. Other than the character class 
in the upper right corner, the back of the different sheets are identical. 
Obviously these sheets are meant to be copied by the purchaser for their own 
use. However, no where in the book are those magical words "Permission to 
photocopy for private use". In fact, each page has a copyright notice on the 
bottom. Since each page specifically states "All Rights Reserved", no 
professional copy shop will make copies for you. 


VALUE 

Us old time gamers who cut our teeth on RPG's back in the 70's and 80's 
would have killed to have this kind of product available then. Hours spent on 
an electric typewriter creating each character sheet could have been spent 
sleeping! They are very nice sheets and, with care, they can last for a 
character's life - or longer if you happen to have a "scream and leap" style of 
play. Are they absolutely required? No - in fact there are quite a few free 
electronic character sheets which can handle the drudgery of calculating all 
the skills and modifiers. However, the print outs don't have the same tactile 
feel of these sheets. You don't get this feel if you make photo copies either. 
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This is a nice product, but it may be past its time. The lack of the photocopy 
permission on the pages as well as the availability of free electronic sheets 
means that this product has a narrow appeal. However, if you fondly 
remember those nights sweating over a typewriter making the perfect sheet for 
your first level thief - or if you like the feel and heft of the heavy body paper, 
then this product is just for you. Just remember to not use a pen - St. Murphy 
will guarantee that you die in the first room then. 


Campaign Magazine 9 / Games Unplugged 28 


Alright, let’s take a look at the latest offerings 
from these two gaming magazine and see what 
they offer at a cover price of $4.99 each. 


Campaign Magazine 9 is 80-pages in length and is 
their “Alternate Fantasy Issue” and its main article 
is On cross-genre campaigning and how this is 
simplified using the d20 system. It’s only five 
pages long but provides some good _info- 
rmation for GM’s that will be hopping between 
genres regularly. If you’re running a S/iders-like 
game this will help out but I would have liked it to 
be about twice as long. A new fantasy PC race is 
presented (Vakhrans) and while their descriptive 
text is good enough to let you know these guys 
have a very alien appearance a picture of them 
would have been a great addition. Unfortunately, 
it was not to be found. Also, the Vakhrans seem a 
bit powerful for not having a level adjustment, in 
my opinion anyway, and GM’s will need to adjust 
this on their own. If you’re a Mage Knight and 
Dungeons & Dragons player then the continuing 
MK Bestiary will please you and with the recent 
release of the D&D Miniatures Handbook, and 
their conversion guidelines, I bet you see some 
MK figures showing up non-tournament games of 
D&D Miniatures. There was a very good article 
on a dwarven mercenary group that got me think- 

ing about a whole party made up of various members of the 2” Coldiron 
Grenadiers and their adventures in search of redemption. Could be a lot of 
fun. Part 1 of a 3“ level Dungeons & Dragons adventure is also found and its 
13 pages of text and maps are easily worth half (if not more) of the cover 
price. My personal favorite article is the regular Pulp for the Masses 
installment and this time it includes a new NPC with good background 
information and uses. It was designed using, and for, Deadlands but could 
easily be ported over to your pulp game of choice, for me that would be 
Forbidden Kingdoms. I could go for a magazine of just pulp stuff, but I’m not 
sure if the marketplace would support it. This issue is worth buying for d20 
(especially D&D) enthusiasts but I was disappointed to recently hear that it 
will be the last issue of Campaign Magazine for a year or so as Fast Forward 
Entertainment has decided to put it on hiatus, presumably to re-tool its format. 
I hope to see it back sooner than that. 


Games Unplugged checks in at issue 28 (60 full color pages) and while it does 
present industry news and reviews (as does/did Campaign Magazine) its real 
focus is being a house magazine for Fast Forward Games’ rpg worlds. Things 
start off with some information about elves and goblins in their new game, 
1492 Conquista del Magico, which is not a d20 game but I think it will be 
well worth a look if what looks like a historically-based fantasy world turns 
you on. Players of Sovereign Stone get a nice cavalry outpost complete with 
stats for their occupants. This could be used in any D&D (or other fantasy 
d20 game) game as a simple drop-in. Similarly, a new class from the 
DemonWars game (also d20) will work outside of that setting with a little DM 
tweaking to make up for system differences. Sundered Reaches has more 
background information given to get you interested in their fantasy-Mars 
campaign setting. Preview information on Redhurst is great and will really 
help peak interest in the magic academy and the sketchbook article from the 
recent Dragonlance book will definitely appeal to DL fans. Shadowrun and 
Classic BattleTech players each have an article tossed their way and while 
they are useful and informative they just don’t seem to be a whole lot of 
information. If you play in all, or most, of FFE’s game worlds then Games 
Unplugged is a great bargain. I’d even say if you regularly play or GM in half 
of them then it’s well worth picking up, but if you only dabble here or there 
then I’d have to say that it’s probably of less value to you. There’s a good 
amount of stuff in this issue that can be ported over to D&D but that alone 
might not get your five bucks. Games Unplugged does a lot of stuff very 
well, but it might be too diverse of a lot to garner a huge amount of interest. 


BASICS 

Fast Forward's "Deadliest Creatures Tome" is a 
128-page black and white soft cover book with 
a full color cover. It contains sixty new 
monsters for d20 fantasy settings. It has a 
retail price of $24.99 USD. Deadliest 
Creatures Tome" lists sixty monsters of 
challenge ratings from | to 24. Each monster is 
presented with a black and white picture and 
the standard d20 monster statistics block. 


The text section follows and is broken down 
into two or more sections. The first provides a 
description of the creature, how it is usually 
encountered, and a short history of it. The sec- 
ond section covers how the creature fights and uses its special abilities. Some 
creatures have additional sections covering topics such as the creature's 
society, training or domesticating the creature, or how to build a construct. 


Quite a bit of detail is presented for each creature in the text sections. The 
layout of the book provides two two-column pages for each creature. 


REVIEW 

This book is designed for the DM, and not for players. If you don't run a 
game, stay away. No really, don't look at this book - you'll spoil the fun. The 
folks at Fast Forward set out to create interesting and deadly creatures at 
almost every challenge rating. They realized that there should be challenging 
creatures who present possibly fatal encounters at every level. A player of a 
first level character wants to be challenged and triumph over a deadly 
opponent without having to face a toned down Red Dragon. 


The creativity of the writers who worked on this book is evident in the wide 
range of creature types. Yes, there are some variations on existing creatures 
such as a Glut (a variant Flesh golem) and Kratch (a variant Hag), but then 
there are fresh, new creatures such as the Plague Witch, a female suicide who 
originally survived a plague that wiped out her village, or the Glade of Horror, 
a single gargantuan carnivorous plant that masquerades as a tranquil jungle 
glade. There are also interesting combinations, such as the Scorminar - a 
Scorpion/Minotaur hybrid. 


As form follows function, the different creatures inhabit different areas and 
climates. Nope, they all don't hang out at the local dungeon - some are city 
dwellers and others call the wilderness home. The detail provided to each 
creature makes it very easy for the GM to modify an existing adventure to 
incorporate these new challenges. That is a valid use, however these creatures 
and their format lend themselves more to being the subject of the adventure 
rather than a guest star. The Plague Witch should be what the adventurers are 
search for, rather than what they bump into on their way to a dragon's horde. 


VALUE 

This is a terrific book for those DM's who develop their own adventures. It's 
also excellent for DM's who take existing adventures and tweak them. For 
those who play published adventures as written, this book will give them an 
almost irresistible yearning to at least change the adventure if not write their 
own. In that manner, I guess the "Deadliest Creatures Tome" is itself the 
sixty-first deadliest creature. 


BASICS 

The Complete Monstrous Undead 
Compendium is a 125 page full sized soft 
cover book put out by Fast Forward 
Entertainment. It is their third in a series of 
Complete Monstrous Compendiums and it is 
intended to be used as a sourcebook in fantasy 
based d20 role-playing games. The cover art, 
as is most of the interior art, is basic but 
adequate. The artwork between the covers is 
all black and white ink drawings or pencil 
type sketches that cover a variety of qualities 
and styles. The book presents five new 
undead races (two of which are more of a re- 
write than they are completely new), nine new 
prestige classes, over five dozen new feats, 

five new skills, over three dozen new spells, and then a handful of wondrous 
items and minor artifacts. The hitch is that most of this new stuff is usable 
only if you happen to be a card holding member of the walking dead. The 
real meat of the book though lies in the templates it provides to create your 
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own personalized undead. There are twenty-two of these templates and then 
three additional templates for certain mortals that either battle or lead the 
forces of the undead. A relatively small part of the book is devoted to 
adventuring with the undead, but I personally think that these pages are worth 
a read for any game master looking for some out of the ordinary adventure or 
campaign ideas. The book’s retail price is $24.99 USD. 


BETWEEN THE COVERS 

The value of the book is obvious to any game master that likes to personalize 
monsters. There are templates for undead monsters ranging from skeletons 
and zombies all the way to mummies, liches and more. The template style is 
easy to understand and is similar to similar templates in the back of the D&D 
Monster Manuals. And there is more good news for those of us who 
sometimes need a quite monster and have no time to run through the template. 
Each template ends with giving the stats of a sample monster generated from 
that template. To me, the more exciting part of the book lies in the starting 
and final sections of the book. The first section covers Undead Games and 
gives a variety of gaming styles that use the undead in different ways. The 
last section of the book is entitled “Playing the Undead” and discusses what is 
involved in running a campaign with undead NPC’s and even having undead 
Player Characters. Although having a game centered around a party of the 
living dead is not exactly new, I can’t say that I have ever seen or heard it 
being done to a great extent in the D&D setting. 


Of additional interest to a Game Master looking to get past his adventure 
writers block, are the new undead races. The races presented here not only 
give the game master the template to build these monsters, but it also gives the 
racial motivation behind the different races and sufficient detail about them 
for good role playing. The book even goes so far as to suggest possible names 
for the creatures, and to make the suggestion that possibly not all of the living 
dead are bent on destroying life. Perhaps once and a while one might come 
across some undead creature whose morality overcame its condition (and hey, 
maybe someday there may even be a TV series or two based on just that kind 
of scenario). 


Another very nice section is the section on new spells. Most of these spells 
are necromancy spells, and can really enhance the bad guys and give a nasty 
surprise to the good guys. This collection of new spells actually does a good 
job in filling out the necromancy arcane school, and is one of the better 
collections of new spells I’ve seen in a while. Overall, the book is well 
organized and has a good table of contents making it quite easy to find 
everything in the book. Along with its organization, one of the aspects that in 
my opinion make this book a very usable tool to a Game Master is its relative 
brevity. While striving to give you all the detail you need to create the 
monster and give you sufficient detail to role-play them, the writers don’t 
inundate you with a storm of unusable detail. 


VALUE 

The Complete Monstrous Undead Compendium is a great reference tool for 
GM’s creating adventures or campaigns that either revolve around the undead, 
or at least include them. The templates are easy to use and can be easily 
applied. In addition the ideas presented in the first and last sections about 
using undead as Player Characters and/or NPC’s, contain quite a few ideas 
that can be easily grown into very creative adventures or campaigns. Not all 
these ideas are for everyone, but they cover such a large range that I’m 
guessing that any GM will find something there that they can use. 


The down side, if there were one, would only apply to GM’s looking to reduce 
their work in creating an adventure or campaign. Although there are samples 
given with most the templates, in all likelihood, there is nothing that is really 
“plug and play” in the book for a GM. It is definitely a reference book to be 
used to help create a larger variety of, for the most part, already existing un- 
dead. I personally give this book high marks 
across the board. It’s easy to navigate, easy 
to use, has a variety of good ideas, and 
increases the ever-growing pool of options 
available to the GM that wants to undead 
creatures to spice up the adventure. 


OVERVIEW 

"The Complete Monstrous Wizards 
Compendium" is a 128-page soft bound book 
with a color cover and black and white 
internal illustrations. The book presents 
information for players and GM's to have 
wizards for monstrous races in a d20 fantasy 
setting. It is published by Fast Forward 
Entertainment and has a cover price of $24.99 


CONTENTS 

The first chapter is an introduction to the volume and presents some 
background on the "Green Races" campaign setting. The second chapter 
presents the monstrous races that the rest of the book deals with. The 
presentation is similar to that in the Player's Handbook, where each race is 
described in detail. The races covered are centaur, janni, minotaur, rakshasa, 
satyr, and troglodyte. 


Chapter three presents five new arcane spell casting classes. These classes 
include Combat Mage (a balance of sword and spell), Life Mage (who believe 
life and magic are intertwined), Master of Ceremonies (ritual magic), Swamp 
Witch (potion-based magic), and Tribal Shaman (witch doctor). There are 
also new prestige classes, including Academic, arcane craftsman, arcane 
professor, arcane scholar, court wiseman, life drinker, master of the elements, 
reanimator, seer, showman, the touched, and voodoo master. All of these 
arcane prestige classes explore aspects of the general classes mentioned 
earlier. 


Chapter four presents new skills and feats which fit well with the new classes. 
There are many craft skills and one profession (fortune teller). In addition, the 
arcane feats are available to all classes but some are required by the new 
classes, like Brew Ingestive Nostrum is for Swamp Witch. Chapter five 
presents twenty-five pages of spells for the monstrous spell casters. There are 
general spells, such as Arc Lightning, which can be used_ by any arcane spell 
caster, and then there are racial magic spells. 


Racial Magic is based in the arcane powers which created the monstrous 
races, and so they have a great affinity for it. Racial magic is presented for 
Bugbear, Derro, Dragongoblin, Drow, Duergar, Eastern Troll, Efreeti, Fire 
Giant, Frost Giant, Gnoll, Hill Giant, Kobold, Lizard folk, Northern Goblin, 
Ogre, Orc, Salamander, Southern Goblin, Stone Giant, Troglodyte, and 
Western Troll races. Chapter six describes all sorts of magic items, including 
armor, weapons, rings, rods and staves, and wondrous items. Each is has a 
short description, creation costs, and a random selection table. 


The last chapter includes notes on using the monstrous spell casters. These are 
for both the player and the GM. Sections for the player include "The Path of 
the Cultist" and "The Path of the Shaman" which give guidelines for role 
playing and growing these types of characters. The GM gets "Fifty Interesting 
Things to do with Monstrous Spellcasters" - a wonderful source of plot and 
adventure hooks. 


REVIEW 

"The Complete Monstrous Wizards Compendium" is a companion to Fast 
Forward Entertainment's "Green Races" campaign setting. Monstrous 
character classes are more common in the "Green Races" setting than in the 
standard Dungeons and Dragons setting. That begin said, the information in 
this volume can fit easily into any fantastical d20 setting. 


Fast Forward has done an excellent job of addressing monstrous spell casters. 
Quite a bit of work when into this volume - and it shows. There is plenty here 
for the player with an urge to be the robed minotaur stalking through town. 
As for GM's, the information here will transform a monster tribe's shaman 
from a "lightning bolt lobbing artillery piece on legs" to a real wizard; and 
someone to be dealt with carefully. This will undoubtedly sow confusion and 
consternation in the ranks of the party. That alone is reason to buy this work! 


MORNING WORSHIP 

The definitive book of the devout, Agents of 
Faith brings the power of the Gods out of the 
churches and into the hands of any character. 
More than just a companion for Clerics and 
Paladins, we present divine favors available 
for all classes. Includes new domains, spells, 
rituals, prestige classes, and over 200 divine 
feats. A must have for any campaign. Agents 
of Faith is published by Living Imagination 
and has a cover price of $19.95 USD. 


MIDDAY MASS 

It is seemingly a theme with d20 products but 
once again we are presented with a nicely 
designed cover, in the trusty limp back format 
with a glossy finish. The cover art is not the best you will see but is, for me at 
least, pleasantly reminiscent of the old D&D/AD&D Rogues Gallery, albeit in 
glorious full colour this time around. The interior illustrations and incidental 
decorations are an improvement and are, for once, penned by a single artist, a 
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consistency that adds that subtle air of quality to a work. We are, in turn, 
introduced to varying levels of this religious systems’ hierarchy, seven new 
character classes, eleven new domains, making thirty three in all and more 
than three dozen new spells associated with these new domains, literally 
dozens of divinely-granted feats for those devoted and unswerving enough to 
be deemed worthy, over two dozen rituals to be carried out by the church big- 
wigs and some twenty artefacts, complete with a listing of their relevant 
histories, powers and even weights. Which leads us into the really interesting 
stuff, of how to integrate all this into your current campaign setting, with 
suggestions an Pantheon size, structure, involvement, implementation and 
even age. We are given some very interesting suggestions on the creation, 
cause and concerns of cults, the significance of resurrection, raising and re- 
animation and an explanation of where you would find yourself prior to the 
aforementioned actions, namely the Spirit Domain. 


EVENSONG 

There is a heap of information presented in this offering, a lot of it in the form 
of new powers, be they feats, spells or rituals, with tables and lists and charts 
and explanations. It’s a veritable cook-book for the power hungry. However, 
the really interesting stuff comes in a more subtle form, politics, for we cannot 
separate politics from religion. There are enough seeds here to run an entire 
campaign upon, ambition, jealousy, power, retribution and marketing. You 
name it, if it’s to do with string pulling, behind the scenes shenanigans and 
wanton self-promotion, you have all you need for cause and effect here. There 
are some interesting new character classes presented, yes some are mere 
derivatives but just imagine playing a Pacifist or a Proselytiser class, in an 
hack-and-slash campaign, marvellous stuff. The aspect of cults offers a 
wonderful counter-balance to the public face of religion, encouraging 
subterfuge and all manner of upheaval and this is where some of the more 
combat-orientated new character classes come to the fore, for they are about 
retribution, guardianship and quests. Now if you didn’t have any scenario 
ideas before, you do now. The only difficulty I envisage, is incorporating this 
expansive idea, into an already well-established campaign setting. I just don’t 
see how you could introduce more than a very new or minor religion into the 
established status quo, without it seeming awkward and deliberate. Many of 
the best parts of this source book, are to do with well-established and powerful 
religious organisations, their vying for influence and the shifting balance of 
power. Now cults are another matter all together. 


BEDTIME PRAYER 

If your games are heavy on the roleplay, and/or on politicking, this will 
provide a rich and abundant source of situation, motivation and even character 
class. If you are designing a campaign world and want one ripe in power 
struggles and influenced directly or indirectly, by the whims of the Gods, this 
is as good a starting point as you are likely to find. If, however your campaign 
is well established, short on the active, organised, religion front and heavy on 
the combat front, there isn’t really a lot here for you, apart from stealing the 
new artefacts and the coolest of the new character classes. Some of them are 
pretty cool though. 


FORGED — AN OATHBOUND NOVEL 


For visitors to the Forge, arriving has always 
been far easier than returning home. This is 
how the great city world of Penance, the 
setting for our tale, is portrayed. It is a vast 
morass of urban sprawl, built level upon level 
by successive powers and generations. But I 
digress; let us introduce our main player 
Lyrien Ves’tiral. We are introduced to our 
hero during the aftermath of a lost battle and 
on the run. He is General and consort to the 
newly appointed and recently defeated Head 
of State. Whilst being hunted by their recent 
vanquishers our main character is plucked 
from his world, at the moment of capture, 
deposited into an altogether alien environment and immediately required to 
fight for survival. This new labyrinthine world is filled with dangers, the 
occasional ally, a plethora of carnal encounters and a multitude of political 
intrigues. It is due to his puissant skill at arms that our hero initially finds 
himself embroiled in the machinations of this worlds’ Machiavellians. 


The product itself is nicely packaged, with high quality artwork and crisp, 
clean print, well worth the asking price of $7.99. Imagine my surprise when 
some 28 pages simply dropped out as I was reading. This kind of problem can 
be rectified and let us assume, is an aberration of the binders and not asa 


result of cost-cutting measures. 


I am left with several puzzling questions, having read this book. Surely if I 
were plucked from the bosom of my beloved, in her hour of greatest need, I 
would worry, reminisce, even fleetingly think about her far more often than 
mainly prior to and shortly after, betraying her trust in one of my several, 
carnal and adulterous encounters and wouldn’t my conscience be more than a 
little pricked by guilt. If | was torn from my homeland and thrust into an alien 
world, surely I would reminisce about my own world frequently and alongside 
that, wonder at this strange land I now find myself upon. If I had befriended a 
fellow alien thrustee, albeit one more seasoned to this new world, wouldn’t I 
be absolutely bursting with questions about their home world and this one, 
what’s different? What’s similar? What to expect? Where? Why? How? Yes, 
these points are alluded to but only briefly and infrequently. To my mind the 
whole script smacks of re-write and editorial trimming, even the word usage 
ranges from archaic form to modern slang, sometimes within the same 
sentence. The character development and analysis, the exotic and esoteric 
background, the actual raison d’etre are merely hinted at or fleetingly brushed 
onto the canvas of this tale, soon to be lost in the helter-skelter of plot 
development. The aforementioned plot is pacey, intriguing and enthralling, 
with enough twists and turns to keep even those most jaded and disillusioned 
with the fantasy genre, entertained throughout. Such a pity this rich tapestry of 
setting and abundance of character were not afforded an equivocal level of 
attention. 


The listing of guides to the Forge, or Penance as it is correctly titled, its 
factions and politics, coupled with expansion supplements for the lands 
bordering on the great city allude to this novel being based upon a ‘gaming 
world’, one reminiscent of the brooding creations of R. E. Howard, albeit in a 
more Gothic setting. As a gaming world, this place will be a joy for players 
and moderators alike. It is true to say, you could make this setting anything 
you wanted it to be, martial or politic, thinly veneered gore-fest or steeped in 
profundity. I have found a gaming environment that has re-whetted my 
appetite for meddling with the plans of the high and mighty, be they Gods, 
Demons or men. 


I find myself torn between two stools in this instance. On one hand, I 
thoroughly enjoyed this book, with its dark and sinister flavour and yet, on the 
other, I was thoroughly frustrated by the stunted writing style and the poor 
character development If the purpose of producing this narrative was simply 
to promote the gaming environment, the result is a resounding success. If, 
however, the intention was to produce a literary landmark I'm afraid Bastion 
Press and Thomas M. Reid, have fallen woefully short. 


Could both the writing style and the character development have been 
mightily improved upon? Certainly. Am I impatiently seeking the next 
installment? You better believe it. 


BASICS 

Oathbound: Arena is a supplement from 
Bastion Press that is set in their Oathbound 
campaign world. This softcover 
(perfectbound) book is 160-pages in length 
with a color cover and black & white 
interior artwork. Its regular retail price is 
$27.95 USD. 


INSIDE 

Arena is a section, a named area, in the 
Oathbound campaign universe. One that is 
known for a huge desert but that’s not all 
there is to Arena. 


The book starts with (chapters 1 & 2) background information on the 
Oathbound setting itself and then expands into Arena more specifically. 
There are a few things that you can count on being part of your adventures in 
Arena; gold, water, sand and the warlords. The Warlords run Arena and 
eventually you’ll find yourself working for/with them or being hunted down 
by them. The background information was a good read and has lots of room 
to personalize the campaign. 


The new races really intrigued me. In addition to being a Prestige Class 
whore I also have an affinity for new races. You get five new playable races 
here and three of them I liked very much and the other two I would be ok not 
using. The Valkyrie (your first thought is basically correct), Ferrin (metallic 
elemental types) and War Valco (beastman) are all very cool and I can see 
them being used inside or out of the Oathbound setting. The two that I found 
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Myself not really drooling over were the Trusk (walrus humanoids) and the 
Vogel (man-sized songbirds with two additional arms). Not quite the ducks 
from Runequest. These last two races would be harder to integrate into a non- 
Oathbound campaign, but the first three really interested me. 


There is a mass combat system included in Arena and the authors are very 
quick to point out that it’s a “quick and dirty” system for resolving large scale 
battles. If you are looking for something to help you stage and resolve a 
military encounter during your rpg session then this will help you but if you’re 
looking for an alternate mass combat tabletop battle game you’re probably not 
in the right place. It does what it’s intended to do though. 


The book ends in an adventure for 9"-12" level characters and there are few 
things that make me happier with a sourcebook other than an included 
adventure. It allows players and GM’s alike to quickly jump into a setting and 
while it’s not a very long adventure it was well worth including in the book. 


VALUE 

Oathbound: Arena is priced a few dollars more than similarly sized softcover 
books but it’s really packed with usable information and the inclusion of an 
adventure in the book is a big plus. From a player’s perspective the new races 
are mostly very cool and the Prestige Classes, while few in number, were all 
relevant to the setting. As a player though, probably my favorite thing about 
Arena (and the whole Oathbound setting) are the rules for Prestige Races. 
Basically, they are a way to steadily evolve your character into something new 
and wonderful, or is that something dangerous and terrible? 


You'll certainly get the most out of Oathbound: Arena if it is used in 
conjunction with the full Oathbound setting but you’re not really locked into 
it. You could drop Arena into whatever campaign setting you happen to be 
using and still get a whole lot of mileage out of it. The world of Oathbound 
(the Forge) is a high-powered one, but one that can just as easily be purely 
hack & slash or contain lots of role-playing. Oathbound: Arena fits into the 
mold already cast for the setting very well. 


"Making Your Home A Great Place To Wage We” 


BASICS 

Twin Rose Software Campaign Suite is a d20 
System Windows application published by 
Twin Rose Software. The front and back 
covers are full color. This application is a 
d20 System campaign accessory that retails 
for $29.95. 


INSIDE 

The DVD-style case contains a single CD. 
On the CD, you will find the Setup.exe 
program which you use to install the 
Campaign Suite onto your disk drive. You 
will also find three other applications on the 
root level of the CD. The first is 

CSMapsw.exe which is an additional set of maps to use with the product. The 
second additional application is LibrumEquitisCS.exe, a set of 23 Prestige 
classes, 11 feats, 3 deities with 1 new domain and spells. Librum Equitis is a 
d20 supplement published by Mystic Eye Games for Ambient, Inc. It is 
included here in the CD version of the Campaign Suite. The third application 
included on the CD is WildSpellcraftCS.exe which is a collection of 72 spells, 
4 feats, 2 Prestige classes, 4 tables and new rules, Wild Spellcraft is a d20 
supplement designed to put the mystical uncertainty and untamable power 
back into attempted magic use in your campaigns. 


There are also 8 subdirectories under a folder titles Bonus Material which 
include documents from companies such as Ambient, Bastion Press, 
CreativeMountain Games, Dark Quest Games, Mystic Eye Games, 
RPGObjects, Thunderhead Games and Vigilance. The documents are all PDF 
files and include samples of those companies d20 gaming products including 
everything from small adventures to new character classes. 


Another folder contains an entire web site from RPGNow. The HTML files 
include information regarding a great number of products for sale in the d20 
universe. 


That’s what is on the CD. Now for what you can find inside the application... 


The Twin Rose Campaign Suite is an extensive d20 campaign management 
system. It provides the ability to manage all aspects of a d20 campaign 
environment. And I mean ALL ASPECTS. The software provides the ability 
to create or modify racial information, class selections, feats, skills, spell lists, 
equipment lists, monster data, even currency data. 


The basic interface consists of a set of menus and a toolbar with two rows of 
buttons to access the application functionality. 


The menus are as follows: File, Edit, Search, View, Map, Format Window, 
Web Links and Help. The menus provide access to the basic functionality of 
the software, just as the toolbars do. The upper toolbar buttons are as follows: 
New Character, Character Wizard, Map, Campaign, Open, Save, Cut, Copy, 
Paste, Undo, Search, Next, Print, Print Preview, About and Context Help. 


The new character function opens a window where the user can choose the 
race, class, alignment, and gender. The user can then enter a character name 
or click on a button to choose a name at random. The user can re-roll the 
randomized attribute statistics by clicking on the Re-roll button. The user can 
then choose to modify the default age, height and weight of the character. 
These default characteristics (like most of the settings) can be pre-set through 
the campaign setting editor. After the basics are set, the user can then click on 
any or all of the following buttons to complete the character creation: Skills, 
Feats, Spells, Gear, Misc, and Notes. The user can page through these screens 
by clicking on the Page button and can always return to the main page by 
clicking on the Main button. There is a Print button included as well. 


The Character Wizard button allows the user to pre-select the Race, Class, and 
character Gender and then generates the characteristics and randomly selects a 
name for the character. Otherwise, there is no discernable difference between 
the New Character function and the Character Wizard Function. 


The Map button opens a drawing window and enables the buttons in the lower 
toolbar. Those buttons include Pen Width, Pen Color, Select Flooring, 
Random Dungeon in Bound, Freehand Draw, Select an Object, Draw a Line, 
Draw a Polygon, Draw a Box, Erase, Draw Tool, Save, Fractal Toggle, and 
Show Grid. There is also a drop down menu that provides the user the ability 
to change the texture of the shapes picked in the draw window. 
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The drawing functionality is a weak drawing tool at best. Your best option is 
create maps you want to use in your campaign with other, better tools. 


The basic use of the Campaign Suite is to create adventures for your party. 
That includes creating the overall campaign, locales (in which the party will 
interact), the characters themselves, and the dungeon. Each dungeon is made 
up of individual encounters. The user can painstakingly create each encounter 
or they can be randomly generated, including treasure, traps and NPC 
encounters. The randomization is based on pre-generated encounter tables. 
Either the standard encounter table can be used or a customized table can be 
created. 


Within the Campaign Editor section of the Suite, the user can make as many 
adjustments to the d20 rules as imaginable. Want to add a new race? A new 
Class? Want to add a spell or tweak a monster? The user can create 
customized encounter tables, new magic items, gear, deities, classes, 
professions, even new currency. With this software, virtually every aspect of 
the d20 gaming world is accessible for slight tweaking to complete overhaul. 


Sounds too good to be true? Here’s the rub: the user interface is clunky and 
not very intuitive. And there is NO DOCUMENTATION. The lack of 
documentation forces the user to blindly flail about in an attempt to discern 
what is possible and where to look to make campaign changes. Even if you 
only wanted to use the existing rules (without making tweaks) and create a 
campaign, the interface us non-intuitive. 


Another serious drawback is the print/export feature. As of this writing, the 
ability to print form the campaign suite does not exist. The user must export 
the created information to a Rich Text Format file for viewing and printing. 
The resulting data file is formatted as a plain text file with no formatting. 


VALUE 

Twin Rose Campaign Suite is an interesting concept. But the execution of that 
concept leaves something to be desired. The interface is clunky and non- 
intuitive. The lack of documentation is a serious oversight and will cause 
many wasted hours attempting to discover what the Campaign Suite can and 
cannot do, well or otherwise. 


The major features of the software lie in randomly creating characters and 
encounters. Creating the appropriate randomization tables allows the user to 
set appropriate boundaries around the encounter and character randomization. 


The ability to tweak virtually every aspect of the d20 gaming environment is 
appealing and the folks at Twin Rose should be commended for having 
undertaken such a major project. While the list of features and functions is 
impressive, the user experience will most likely be defined by what is lacking 
from the software rather than what is included. 


BASICS 

Blood & Guts, Modern Military is RPG 
Objects next book in their line of d20 Modern 
supplements. It's a 96-page perfect-bound 
book with black & white interior. It brings 
detailed military character classes to the game 
and GM information for running a military 
campaign. It has a retail price of $18.95 USD. 


INSIDE 

This supplement covers the United States 
military only. It's made clear on the back cover 
of the book but is worth letting you know about 
here too. A nice introduction to each branch of 
the armed services is given and then we get to 
the real meat of the book, Military Characters. 


The Army, Navy, Air Force and Marines are all represented with Prestige 
Classes with the Army getting the bulk of them. You'll need to be at least 5” 
level to qualify for all of them and for some you’ll have to have a BAB of +7 
or even +10. These really are the best of the best at what they do and in most 
cases that’s making the other guy dead. If I was starting a military, or ex- 
military, campaign I would go through character creation one level at a time, 
similar to but not exactly the same as in T”’, to get characters into the game 
with their desired skill set intact. There are also Prestige Classes found for 
Snipers and Top Gun pilots, also with BAB requirements starting at +5. 


Skills and Feats get some additions with new ones and new uses for old ones. While a bunch of the new 
feats are combat related a good number are not and focus on skills and non-combat related action. There 
are also new feats called Military Occupational Specialties (MOS) and you can take one of them instead of 
a feat when you would normally take a new feat. Many of the MOS training have advancing levels so you 
can take them multiple times for greater benefit. Your military training doesn’t have to end there as you’ ll 
find Elite Unit Assignments rounding out this chapter. Each has prerequisites, many going back to MOS 
training, but the benefits are nothing to sneeze at. And then we end this chapter with Rank, Promotion and 
Medals. Basically, going up in rank influences your Wealth modifier and allows gives you a better chance 
to requisition needed equipment and personnel. Medals are not just given out, they’re earned. Well, earned 
and then rolled for too. Badges are really a way of making getting promotions easier, but other affects, like 
those attached to being the recipient of the Medal of Honor, can also be very useful. 


New combat options are given and they are just that, options. Each of them has been ‘rated’ in terms of 
how much more difficult it will make combat on your characters. If they are rated as Modern then they just 
provide a bit more detail to the existing rules, Gritty turns things up a notch and True Grit makes coming 
out of a firefight much less of a certainty. Check with your players before using any of them, or at least 
warn them, but I’d like to play in a game with all of them present. A real shoot ‘em up! There are also new 
conditions (Mental Breakdown, Thousand Yard Stare, etc...) that can affect characters and these coupled 
with some nice monsters from beyond the void could really make for a fun game. 


There’s a whole slew of new equipment including vehicles but some of the heavier stuff, like the B-52 
Stratofortress might be a bit above the level needed for most games. Helicopters and Hummers, right on 
target though. Some unit-combat rules are given and while they don’t take things into the realm of being a 
tabletop miniatures game instead of a rpg they can make a GM’s job easier when dealing with more than 
small numbers of combatants. 


The Gamemaster section is short but I think that most of us get the gist of a military campaign. If not, 
WWW links are given to get you in the mood. Also, if you’d rather have a more cinematic game there’s a 
short section on that, but I think of a cinematic military game more like “Tears of the Sun” or “Blackhawk 
Down” where liberties might have been taken with how things should or would have worked in 100% real 
life to make for a more watchable movie. That works fine for me. 


VALUE 

As a player you'll find a very nice assortment of classes here, but they'll only benefit you if you're entering 
a military-style game or one where your GM will allow military and non-military type characters to mix. 
Playing ex-military characters is also very workable but you will lose some of the benefits due to not being 
currently "in-service". As a GM, this could be a great basis for a modern horror game with the entire party 
being made up of special operations characters and maybe one or two civilian consultants or freelancers 
just to liven things up. No, there’s no horror stuff in here at all it’s just something that crossed my mind. If 
you go the military-horror route you’ll have more work to do as a GM to tie everything together as opposed 
to a strictly military, maybe covert or black ops, campaign. There were a couple of places where white text 
on a black background got fuzzy due to some ink bleeding, but overall the interior quality of the book was 
very good. This was a very different book, in a good way, to Blood & Fist (RPG Objects book of 
cinematic martial arts for d20 Modern). This was a less flamboyant genre book than the B&F but will be 
very useful if you want to incorporate the military in a big way in your d20 Modern campaign. 


OVERVIEW 

"DragonLance: Age of Mortals" is a campaign setting for a fantasy 
d20 game. The 224-page hardcover book has a full color cover and 
full color illustrations inside. This book can be used on its own, as a 
stand alone campaign setting, or in conjunction with the 
DragonLance Campaign Setting. This book is published by 
Sovereign Press and has a retail price of $39.99 USD. 


CONTENTS 

"DragonLance: Age of Mortals" is a complete campaign setting. It 
includes new player races, a new player class, ten prestige classes, 
new feats, and a new style of magic (Mysticism). The volume also 
covers climate, flora, fauna, animals and homelands. Information is 
present on different cities, strongholds, the icewall, and ruins. Finally, 
there are new creatures - fittingly enough, new dragons. 


"DragonLance: Age of Mortals" builds upon the DragonLance campaign. As such there is only one new 
race, the Tarmak. Tarmak are similar to humans but more primitive and brutal, relying on protective magic 
blue paint rather than armor. Their favored class is, of course, barbarian. 


The classic DragonLance races are also present, but slightly modified due to the events that have occurred 
in Krynn. Most notable is the effect on the Kinder. This care-free, light fingered race have split into two 
factions. There are the familiar ones, with their inquisitiveness and flagrant disregard of property rights, 
and then there are the Afflicted. These Kinder have sobered up, for they believe that they must treat life 
seriously if the Kinder are to survive. 


Mariner is the new player class in this volume. The class is close to a rogue in that it is not a strong-fighting 


class and Dexterity is the primary ability. This is the class of sailors, sea merchants, naval officers, and 
pirates. 
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but I assure you that 
World World IV will 
be fought with stones. 
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The new prestige classes are Academy Sorcerer, Citadel Mystic, Kender 
Nightstalker, Legion Mystic, Legion Scout, Legion Sorcerer, Master 
Ambassador, Nomad Shaman, Rogue Knight, Solamnic Auxiliary Mage, Spell 
Filch, and War Mage. Most of the prestige classes require the DragonLance 
background and would be difficult to move to another setting. 


Unlike the prestige classes, the new feats in "Age of Mortals" can be used in 
almost any fantasy setting. The fifteen feats fit most any class or character 
style. There are a few, like "Horned Stampede" which are race dependent, but 
the rest can fit any race. 


The next part of the volume covers the world of Krynn in the Fifth Age. The 
major cities, ruins, and the Icewall are described, including regional history 
and major attractions; some include notable NPC's. 


The fifth chapter of "DragonLance: Age of Mortals" deals with religion - both 
in the time after the gods left and when they returned. Each returning god is 
briefly described along with his relationship to the rest of the pantheon. 


The final chapter covers new monsters and dragons. This section includes two 
new templates - titans and bound spirits. The majority of this section, 
however, deals with new dragons and dragon overlords. 


THE FIFTH AGE 

"DragonLance: Age of Mortals" is set in the Fifth Age of Krynn. The Age of 
Mortals starts with the departure of the Gods, who lived in Krynn in the 
earlier ages. When the gods left, magic (both divine and arcane) when with 
them. 


In the early part of the Fifth Age, the only magic available is that trapped 
within artifacts and magic items. Arcane and divine spell casters developed 
the process of "leeching" the magic from enchanted items, turning them into 
mana batteries. Some items will regenerate their mana, but scrolls, potions, 
and most staves and wands do not. 


Five years after the departure of the gods, a new domain of divine magic was 
discovered. Mysticism is the first magic in Krynn that is not god-granted. This 
provides a way of running the normal d20 magic in the Fifth Age. After the 
founding of mysticism, the Queen of Darkness returned. Originally thought 
defeated, the Dark Queen returns and sets the stage for the War of Souls. 
These three events - loss of magic, discovery of mysticism, and the War of 
Souls - provide the background for this campaign setting. 


VALUE 
If you are familiar with the DragonLance series, then this setting will appeal 
to you because it has the extensive background of the DragonLance novels. 


However, this isn't what appeals to me. Probably the most intriguing aspect of 
"DragonLance: Age of Mortals" is the loss of magic. Usually, arcane and 
divine spellcasters are the deus ex machina of fantasy settings. In a world 
where a simple cantrip requires the sacrifice of a fireball wand, things get 
much rougher - especially in a world overrun with dragons. Then, you have 
the re-emergence of magic in the form of mysticism and sorcery. Even though 
the power is back, no one will fully trust it again. 


So, if you're a long-time traveller in Krynn, or are new to the whole 
DragonLance world, this is an excellent campaign setting. And, if you're tired 
of the Wizard obliterating fifty orcs with a wave of his hand, then this is 
*definitely* for you! 


OVERVIEW 
STi? ake ~——— "Kingdoms of the Sword and Stars: 
Preeti ¥ 16 i oe Dunkargans and Karnuans" is a 
SOVERE — Shot campaign source book for the Sovereign 


= Stone campaign world, a d20 fantasy 
$ SN ; setting published by Sovereign Press. 

: This 128-page soft-bound book features 
a full color cover with black and white 
internal illustrations and has a retail 
price of $24.99 USD. 


CONTENTS 

"Kingdoms of the Sword and Stars" 
describes the human lands of the 
Dunkargans and the Karnuans in the 
Sovereign Stone campaign. The book 
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presents these two kingdoms prior to the events that occur in the novel 
"Guardians of the Lost". In addition to the description of the lands and 
peoples, this book includes a new character class, four new prestige classes, 
news spells, new feats, and new magic items. 


DETAILS 

The book starts with a 723-year timeline of the region which places the 
Dunkargans and Karnuans in a historical context. This is followed by a 
chapter that details the people of the capital of the Kingdom of Dunkarga. 
Topics covered here include the political structure, relationships with 
neighboring powers, the king and his palace, the temples and churches, 
libraries, guilds, the military, and prisons. Important NPC's are presented in 
this chapter. This chapter also covers the lands immediately surrounding the 
capital. 


Chapter four describes the other provinces of the Dunkarga kingdom. Each 
province is described in moderate detail, including the provincial capital as 
well as the provincial colors and symbol. Each of the six provinces covered 
include its political relationship to the other provinces and the capital. More 
important NPC's are also presented. Chapter Five covers the Caliphate of 
Karnu, it's capital, and the magical mysteries there. This section includes 
notable NPC's of the Caliphate. 


Chapter Six presents information on the peoples of the Caliphate. Information 
on their daily life, the military, the Karnuan culture as well as their specialized 
weapons is describe. Other topics covered include slavery, the law, foreign 
relations, currency, trade, landed gentry, magic, and death in the culture. 
Chapter seven is a detailed discussion of the Karnuan army, including its 
organization, elements, and command structure. 


The final chapter on geography and culture covers Delak 'Vir, a nearby land 
reachable by portal from the Caliphate, and Mount Sa 'Gra, an island. This 
territory is in disbute between the Dunkarga Kingdom and the Karnu 
Caliphate. The ninth chapter begins the character creation part of this volume. 
First off, there are 21 new feats. These feats are general purpose and can be 
used in any d20 fantasy setting. 


Minstrel is the new character class presented in this volume. It is a synthesis 
of the bard and rogue classes. A more accurate description is a magicless bard. 
The prestige classes come from the background presented earlier. The list 
includes Ahz'Qua Librarian, Bloodhold Scout, Esteemed Courtesan, 
Grasschild, Sharpshooter, Shieldbearer, Syr'uti, and Warsinger. These prestige 
classes resemble others published in other works, but are tightly bound into 
the Sovereign Stone campaign world. As such, these are not really portable to 
other campaign settings. The chapter ends with 31 new spells and seven 
magic items. Unlike the prestige classes, these can easily be used in other 
campaign settings. 


The final chapter covers GM specific information. There is a section of 
reserved knowledge - stuff not generally known to the inhabitants of the 
Kingdom or Caliphate. This information can be discovered by inquisitive 
players though, and serves as excellent adventure hooks. The chapter also 
includes more NPC's, as well as wilderness encounter tables, weather, 
environmental dangers, as well as a few new creatures. 


VALUE 

Sovereign Press has produced another fine source book with "Kingdom of the 
Sword and Stars". If you are running the Sovereign Stone campaign, or 
adventuring in it, then this is a must have volume. If you are in a different 
campaign setting, then this volume might be of interested. It provides two 
fully fleshed out kingdoms with a definite 
Arabic feel to them. It would not be hard to 
drop the whole setting into an existing 
campaign. However, due to the details and 
connections within the two nations described 
in this book, piecemeal incorporation would 
require much more work. All in all, a fine 
work and definitely worth the cover price. 


BASICS 

The latest issue of Gaming Frontiers, volume 
five, is a 144-page perfect-bound book ‘for all 
things d20’, as the cover indicates. It’s retail 
price is $19.95 and this issue was published 
by United Playtest but Gaming Frontiers is 
moving to a new home, Mystic Eye Games, 
starting with the next issue. 


INSIDE 

Volume five, as the others, contains articles from various d20 publishers, both 
on-line and print. It starts off with a rather length, but not overly so at all, 
look at orcs from SkeletonKey Games. It’s over thirty pages of information 
that would be very useful to a player wanting to flesh out his/her ore character 
or also for a DM that is thinking about running an orc campaign. This section 
is not as extensive as some other sourcebooks on orcs but it’s a very good 
start. 


Included, non-orc, is also a thirteen page fantasy adventure. It’s a mid-level 
(4-5) adventure that has a pretty neat planar/time travel element to it that will 
require use of the d20 Modern rulebook. There are some definite combat 
situations in the adventure but also a lot of room for role-playing, a lot, 
especially when you think of your D&D characters in a, well potentially in, a 
modern world. This adventure opens up a lot of possibilities to your group if 
they want to either jump into d20 Modern or just want to take a look at our 
world through their character’s eyes. It could also be completely not what 
your party wants if they are simply hardcore fantasy fans. 


A staple of Gaming Frontiers is outtakes from other manufacturer’s products 
and you’ll find several of those in this issue. Bastion Press has included a 
section from Oathbound: Arena (also reviewed in this issue of FR) and Mystic 
Eye Games has an article from Foul Locales: Beyond the Walls. The first is 
more a collection of spells and the later an adventure location, a Ziggurat 
which also includes encounters and adventure hooks. There is also a primer 
for Morningstar, which was a finalist in the recent WOTC ‘new world’ 
competition. It’s a world of high fantasy where magic may have run its 
course. It will be published in its entirety by Goodman Games but the 4-page 
preview here gives a nice look at some races and classes. Mongoose 
Publishing has also contributed an article from the Babylon 5 rpg in terms of a 
few ships and the Technomage class. Other game publishers have also 
provided articles for this issue of GF so those above are not an exhaustive list. 


FANTIZATION 


ose bastards!" 


Other material in this issue includes the second part of a modern day 
adventure from Hammerdog Games. It can be added on to part one (in GF #4) 
or be played on its own. You can use the character cards and information 
provided inside or, pretty easily, adapt the scenario to d20 Moderns or another 
present-day d20 adventure game. 


Other original articles are also here that go into the role of history in your 
games, some new magic items and some really good ideas on how to start a 
campaign with a cohesive group of characters that really have a reason for 
running around the countryside together. 


VALUE 

Your twenty bucks does get you a lot of information that is usable in a variety 
of games and campaigns. You could also mash a lot of it together into your 
current game for extra flavor. If you’re not a sci-fi or modern player then 
some, but not a lot, of what’s here will not interest you at all. On the other 
hand, if you’re just a modern or sci-fi player then you’d have a hard time 
justifying the purchase when you consider the bulk of the book is fantasy 
oriented. If you do both, however, you’ll get a lot of stuff by some very 
prolific publishers that you'll probably like a lot. 


www.Fantization.com 


sales@fantization.com 
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nen-d20 RPG Preduct Reviews 


BASICS 

"The Dark Eye: Basic Rules" is a 184-page 
hardback book with a full color cover while the 
pages are all black and white. The book contains 
the basic rules for The Dark Eye role playing 
game, including character generation, combat, 
magic, and an introduction to the campaign 
setting. "The Dark Eye" is based on the fourth 
edition of "Das Schwarze Auge", a German RPG 
originally published in 1983. This is the first 
official English version of this RPG. It has a 
retail price of $29.99 USD. 


ABOUT THE BOOK 

This book consists of 13 chapters as well as a map 
of Aventuria, the game setting, and a character record sheet. The first four 
chapters introduce the concept of an RPG as well as Aventuria. Chapter four 
gives a brief overview of the game rules. Chapters five through eight cover 
character creation, including races, cultures, professions, advantages, and 
disadvantages. The remaining chapters cover the other aspects of the game - 
the talent system, combat rules, magic, Aventuria, and character Archetypes. 


ABOUT THE GAME 

Like most RPG's, "The Dark Eye" uses characteristics to describe the various 
aspects of characters. The eight basic attributes are Courage, Cleverness, 
Intuition, Charisma, Dexterity, Agility, Constitution, and Strength. The first 
four are the mental attributes and the last four are the physical attributes. The 
normal range for the attributes for humanoids is | to 21, with the average 
being between 8 and 14. There is a ninth attribute that "The Dark Eye" defines 
- Social Standing. Who a character is is just as important as what he is. These 
basic attributes are used to calculate the derived attributes Vitality, Endurance, 
Magic Resistance, Astral Energy, and Combat Values. 


To perform certain actions, characters must make a test against their 
attributes. To do this, the player rolls a twenty-sided die (d20) and adds any 
situational modifiers. A result equal to or less than the appropriate attribute is 
a success. When making attribute tests, a roll of a 20 is always a failure - a 
fumble in game terms. The game master, called the Highlord in "The Dark 
Eye" may assign some drastic consequence to a fumble. Also, the Highlord 
may deem a roll ofa | a lucky break - and the action automatically succeeds. 


In addition to abilities, characters have talents. A talent is something a 
character can do. A character's prowess is how well he performs a talent. The 
normal prowess range is from to 21. The higher the prowess, the better the 
character is at something. A character with a prowess of 0 is unskilled, a 6 is 
an apprentice, a 9 is a journeyman, and a 12 is a master. Each talent has three 
associated basic abilities - combat talents have only Strength and Agility. 
When a character attempts to use his talents, he must make a talent test. This 
requires him to make a successful attribute test against the attributes 
associated with his talent. All three tests must be passed for the character to 
successfully use his talent. 


A character's prowess can be used to modify the different attribute tests 
required for the talent test. The prowess is a pool of points that can be 
subtracted from the die roll to pass the test. As the points are used to modify 
the die roll, they are removed from the pool and are not available to modify 
subsequent die rolls. The pool resets after each talent test. 


CHARACTER CREATION 

Character creation in "The Dark Eye" uses a points system. Each player starts 
with 110 generation points (GP) to purchase attributes, professions, and 
special advantages. All most all aspects of your character are purchased with 
GP's. You can increase your number of generation points by taking 
disadvantages. The choice of race, culture, and profession cost GP as well. For 
example, you must pay 25 GP to be a Lea Elf. But, of course, you get certain 
advantages for being of this race in the form of modifiers to attributes and 
talents. 
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Likewise some professions (or classes) cost GPs - but most are free. The 
professions also give you modifiers to talents. They also specify the minimum 
value for your abilities. You purchase attributes at a rate of 1 GP per attribute 
point. The attributes must be at least 8 and no higher than 14. Social standing 
must be between | and 12. There is also a limit of 100 total points that can be 
spent on attributes. 


Talents are purchased using Talent Points (TP) instead of Generation Points. 
Your starting Talent Point Pool is based on your Cleverness and Intuition 
attributes. You use TP to purchase prowess in your chosen talents. Unlike 
abilities, talents use a sliding scale based on the talent. In general, to get 
higher prowess points, you have to spend more TP. Depending on the talent, 
this cost scale can be anything from almost linear to almost exponential. 


Spell casting characters use yet a third set of points - spell generation points. 
These are used to purchase spells in a manner similar to the way talents are 
purchased. Finally, you equip your character using starting money based on 
the cube of your social standing. 


COMBAT 

In "The Dark Eye", a round of combat is three seconds long. During a round, 
the actions of all combatants are resolved in decreasing order of initiative. 
Each character may make one attack action and one defensive action per 
round. The attack action is performed at the character's position in the 
initiative order while the defense action may occur anytime during the round. 


To make an attack, the player rolls a d20. If the result is equal to or less than 
the attacker's own attack value, the attack hits. The defender then makes a 
parry roll on a d20. A result less than or equal to the defender's parry value is 
a success. 


If the parry roll fails, the defender has taken a hit. The attacker rolls a number 
of six-sided dice (d6) specified in the weapon's profile to determine the 
amount of damage. If the defender is wearing any armor, the appropriate 
armor rating is subtracted from the damage. Any remaining damage is 
subtracted from the defender's vitality points. 


In addition to reducing vitality, some weapons would the defender. This is 
over and above the vitality reduction. A character that is wounded has some of 
his abilities lowered by 2. Wounds heal more slowly than vitality points. 


Ranged attacks work the same as melee attacks, except that the Ranged talent 
is used to make the test. 


Vitality points are regenerated when a character rests. The longer the rest 
period, the more points are regenerated. 


MAGIC 

Characters use their Astral Energy as expressed in Astral Points (ASP) to cast 
spells. Each spell costs a number of ASP which are pulled from the player's 
pool. ASP's are regenerated like vitality points. 


Certain spells are more difficult than others. To reflect this, mages must 
develop a prowess in each spell - similar to talents. To cast a spell, a mage 
makes an Arcane test, which is like making a talent test. If the spell is 
successfully cast, the target may get a spell resistance check. If this fails, then 
the target is affected by the spell. 


"The Dark Eye" system includes over seven hundred spells, but only the 27 
most common ones are included in this volume. 


CHARACTER ADVANCEMENT 

Characters gain experience and advance in "The Dark Eye" as in many other 
RPGs. After an adventure, the Highlord awards Adventure Points (AP). These 
can be used to purchase new talents or advance existing ones. AP's are spent 
in a manner similar to GP's. Spells can also be improved in the same manner. 


AVENTURIA 

"The Dark Eye" is set in the world of Aventuria - a place of high fantasy 
populated by elves, dwarves, monsters, and various cultures of men. This 
book provides a basic introduction to Aventuria and includes a listing of the 
more common monsters. The different races and cultures are covered in more 
detail, but from a player character point of view. 


VALUE 

"The Dark Eye" is a older system which has had years of refinements in 
Europe. Fantasy Productions has taken brought across the ocean a well crafted 
and balanced system. Its use of points for character generation allows players 
to create exactly the kind of character they want to play. The combat system 
and magic system allow for quite a bit of variation, but quick play. Time spent 
in creating the character pays off in very fast combats. 


There is a wealth of information and background to the system that this 
volume only hints at. In fact, that is the only failing of "The Dark Eye". There 
is so much information available for the system, that this single book can only 
serve as an introduction. 


This book is rightly focused on character generation, but that means that 
adventures and the Highlord are given little to work with. There is only 
enough information for one or two adventures in this book. If FanPro can 
quickly come out with more volumes for the Highlord, giving more 
information about Aventuria, this will not be a problem. So, if you're in the 
mood for a Fantasy RPG but with a different flavor than d20, this is an 
exceptional choice. Since the game was developed in Europe, the feel of it is 
very different from RPG's developed on this side of the Atlantic. And that, I 
believe, is the best part of the game. 


BASICS 

Torches & Pitchforks is a card game from 
Green Ronin that pits players against classic 
movie monsters. It's intended for 2-5 players 
and you'll need to provide your own d6 to 
play the game. It comes packaged in a small 
box with three decks (Mob, Townsfolk and 
Monster) of standard size cards with black & 
white artwork. It has a regular retail price of 
$24.95 USD. 


INSIDE 

If you've ever had fantasies about being part 
of a torch-carrying mob that is hunting down 
a vicious monster that is plaguing the 
countryside then this is the game for you. It's a very tongue-in-cheek game 
where players take the role of a group of townsfolk, each player having six at 
the start of the game, who either find themselves confronted by or go 
searching for monsters to kill. There are thirty different townsfolk but they all 
provide the same bonus so you won't get hamstrung at the beginning of the 
game by being dealt nothing but village idiots. What's going to make your 
posse different from the other player's are cards from the Mob deck which 
provide equipment (pistol, pitchfork, torch, etc...), enhancements (turn a 
member of your mob into a hero), defenses (protection against a specific kind 
of monster), or actions (which can be good for you or good for the monsters). 
Good for the monsters? Why would you want to do that? Well, during each 
player's turn they have the have the very good possibility of encountering a 
monster. For an example, let's say that you encounter a Giant Ape. Monsters 
have two ratings, Kill and Power. In this case we're facing off against a Kill 
of 2 and a Power of 9. Power is what we're worried about first. Your mob's 
power is equal to it's number of members (six in this case) plus bonuses for 
various weapons and we'll say I have a torch and a pitchfork, each worth a +1. 
As it stands right now it's the mob with an eight and the Giant Ape still with a 
9 so things don't look too good. If I had Righteous Indignation in my hand 
(+3 Strength to any Mob for this combat) I would now be up to 11 Strength, 
but another player could toss out (if they had it in their hand) When Animals 
Attack which would jack up the Giant Ape's Strength by +3 also. If I had 
nothing else to elevate my Strength score the Giant Ape would win and 
pulverize two (equal to his Kill rating) of my mob. Don't worry, dead 
mobsters have a tendency to come back without too much of a delay but 
fighting at reduced Strength, even for a little while, could keep you from 
getting back to full Strength. So, what do you do when you're beaten down 
and need a rest? Run away! You usually have a pretty decent chance to get 
away from a fight unless you've used lots of action cards in an attempt to 
screw over the other mobs. Getting away is all fine and good but the winner 
of the game is the first to collect thirty points and you do that by killing mon- 
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sters. Taking a turn off from the hunt might help you get your Strength back 
up but it also might put you behind other players that have successfully killed 
an extra monster. Monsters range in Power from 4 to 14. 


I mentioned being able to hunt monsters in addition to happening upon them. 
Happening upon them occurs in the Attack phase and you turn over the top 
card of the Monster deck. If it's a monster you have to fight it or run away. If 
you successfully avoid the monster it goes into the Moor. The cards in the 
Moor are face down and if you choose to Hunt (you cannot fight a monster in 
the Attack phase and choose to Hunt on the same turn) you take a card at 
random from the moor and you must fight this creature. No option to run 
away here! It's really time to put up or shut up. 


About 20% of the Monster deck is made up of events instead of big uglies. 
Most of these events will not help your cause, but if you're already taking a 
beating maybe bringing everyone else down a peg or two with Cowering 
Beaureacrats (all Leader cards are discarded) or Mass Confusion (all players 
pass their had to the left) can really spice things up. 


VALUE 

This little game will absolutely be making its way to GenCon with me for 
(hopefully) lots of open-gaming use. It’s fast, fun, and not too damaging on 
your wallet. It is playable with just two players but (as most card games are) 
it more fun with three or more. With just two players you know who’s going 
to be dinging you. 


In addition to playing this at conventions or with my regular gaming group I 
would have no trouble at all getting my wife to play a game with me and our 
oldest son. This is the kind of game that could (should) easily be on the 
shelves of your local mass-market merchant. The artwork is all cartoonish but 
very appropriate and the only thing on that end that I could have asked for 
would be color pictures but that would have pushed the cost up higher and it’s 
pretty on-target where it is. 


BASICS 

Rigger 3 Revised (R3R) from Wiz Kids / 
FanPro is, as the title suggests, a version of 
the out-of-print Rigger 3 book, updated for 
Shadowrun, Third Edition. R3R focuses on 
the rigger player class, providing additional 
rules and resources for characters that 
specialize in “jacking in” to vehicles or 
drones. For a retail price of $24.99 USD, you 
get a 208 page softback compilation of mostly 
previously published material from older 
Shadowrun books, with a full color glossy 
cover and black and white interior art. 


INSIDE 

As you might expect with a compilation book, 
the information provided in R3R is broken 
into relatively short, focused chapters. The areas covered range quite widely, 
connected only by the link to the rigger character who could possibly 
specialize or have an interest in one of the atypical rigging applications. 


Life in the Fast Lane 

The initial section reviews how vehicles are used in everyday, 2061 life. 
Typical concerns are discussed: vehicle interfaces, legal operation, not-so- 
legal operation via hacking, vehicle safety, and prominent manufacturers. 
Additionally, there is a good overview of the GridGuide system that major 
cities use to automate, regulate, and manage traffic flow and tracking in 2061. 


The Rigger 

All the character-specific game mechanic information for a rigger player is 
covered in this section. Attributes, skills, edges, flaws, and even some of the 
typical rigger gear and implants call this section home. 


Sensors & Electronic Warfare, Drones, & Security Riggers 

These three brief sections focus on specific tools of the rigger. Sensors & 
Electronic Warfare discusses electronic hide and seek, signal jamming and 
spoofing, and even sonar! Drones digs into some of the most fun toys a rigger 
has at his/her disposal; the remote control “dumb” drones, limited AI drones, 
and on into “smart” robots. The last of these three sections, Security Riggers, 
deals with how a rigger can “jack in” and run an active security system 
installed in a building or complex. 


Ships and Subs 

As you would expect from the title, this section concerns ships and 
submarines. Not just small ships, but ships up to the size of aircraft carriers! 
Game rules for ship combat including ramming and boarding are covered. 


Special & Advanced Vehicle Rules 

These two parts host a variety of “housekeeping” type rules for vehicles. 
Things like vehicle economy, setup/breakdown time, stress, long distance 
hauling, and other vehicle types and additions. Also, the advanced rules have 
detailed campaign level fuels usage guidelines, long-term maintenance, and 
some remote control specific rules. There are even a couple of alternate 
vehicle combat systems included. 


New Toys 

If Q from the 007 movies was somehow alive in Shadowrun in 2061, this is 
the section he would run. New vehicle toys like oil-slick sprayers and 
morphing license plates, weapons, and the latest in vehicle cyberdecking gear 
are on display here. 


Vehicle Design, Customization, and List 

These three chapters make up roughly the last half of the book. Vehicle 
Design is for players or GMs who want to create stock mass produced 
vehicles of existing or new types, with the emphasis being on stock. Vehicle 
Customization however, is all about the journey to a place far far away from 
stock. There are almost 100 different upgrades and modifications, from active 
thermal masking to towed-array sonar! Rules for finding people to install 
these upgrades for you are also included. Finally, the Vehicle List, providing 
stats, descriptions, and in almost all cases a small picture for a surprisingly 
large and broad group of vehicles, and the Chassis and Power Plant tables 
round out the book. 


VALUE 

Generally, I enjoy the art in Shadowrun books. This has definitely been the 
case with the recent releases from Wiz Kids / FanPro (Spraw/ Survival Guide, 
Dragons of the 6" World). That said, the art in R3R is lacking. Many of the 
interior black and white drawings are stylistically rough and not nearly as 
slick as the rest of the book’s presentation values. There are a few nice fully 
rendered pieces and some sharp pen & ink ones though, in addition to the full 
color cover. 


R3R is a compilation book. It doesn’t try to hide that along with some new 
information, it uses material from Rigger 2, Rigger Black Book, Fields of Fire, 
Street Samurai Catalog, Aztlan, Cyberpirates, and Neo-Anarchist’s Guide to 
Real Life; all of which are out-of-print. The information is still game valid, so 
its good to get it back into circulation, and its definitely handy for a person 
who is new to 3“ Edition. Unfortunately, it does suffer from a problem 
inherent to compilation books, it lacks a cohesive style and “feel” throughout. 
For folks who have some of those previous books or Rigger 3 (not revised), 
Wiz Kids / Fan Pro have provided an extensive Rigger 3 to Rigger 3 Revised 
Conversion Guide at 
http://www.shadowrunrpg.com/resources/r3_to_r3r.shtml. 


My biggest problem with R3R is the lack of an index. There are game rules 
mixed with background information throughout each section of the book and 
its difficult to go directly to a needed rule. There is a detailed table of 
contents, but with a compilation book where rules are interspersed with fluff, I 
don’t feel that is enough. 


Overall, the information provided in R3R is good, even necessary, especially 
for a rigger player or GM using rigger NPCs. Unfortunately, it’s less than 
optimally organized. 


BASICS 

The Shadowrun: Character Dossier is a 
complete character record workbook for 
Shadowrun, Third Edition from Wiz Kids / 
FanPro. For $4.99 USD, you get 16 pages of 
forms to hold all of your Shadowrun 
character’s data, for any class. Also, two full 
pages of summary tables for quick reference 
are included inside the front and back cover. 


INSIDE 

The Shadowrun: Character Dossier is a 
character sheet. Inside you will find sections 
for recording the basics applicable to all 
character types: 
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Character Name 

Attributes 

Condition 

Reaction/Initiative 

Dice Pools 

Skills 

Weapons 

Armor 

Gear 

Physical Athletic Calculations 
Lifestyles 

Credsticks 

Contacts 

Edges 

Flaws 

Character History and Background 
Character Sketch 

Personal Data 

Fun Facts 

Attribute Stress 

Essence or Bio Index Slots 
Karma and Karma Expenditures 
Notes 


Additionally, record sections for the specific needs of every character type are 
included: 


e —_Cybered types 

o _Cyberware 
Cyberlimbs 
Bioware 
Nanoware 
Genetech 


e — Magical types 
o Personal Magical Data 
Astral Data 
Magical Group 
Spells 
Ally Spirit 
Bound Spirits 
Watcher Spirits 


6000 0 0 


e Rigger types 

o Vehicles 
Vehicle & Drone Weapons 
Signal Condition Monitors 
Remote Control Deck 
Subscribed Drones 


ooo0o°0 


e —_ Decker types 
o _Cyberdecks 
Matrix Initiative Calculation 
Persona Condition Monitor 
Persona 
Utilities/Complex Forms 
Adept Powers 
Foci 
Living Persona 
Channels 
Otaku Data 


oo o 00 00 60 0 


Also, there are some good reference tables included for: combat and 
spellcasting sequences, skills and linked attributes, and skill improvement. 
Finally, the inside of the back cover has a complete summary of free, simple 
and complex actions, separated by type for easy reference. 


VALUE 

The Shadowrun: Character Dossier is a great collection of forms for any 
Shadowrun character. If you are not a regular Shadowrun player, the Dossier 
may seem like overkill; too many forms and too much data. 


However, for a player in an extended, multi-month type campaign, the price 
of the Dossier would be a great investment as a record of all the various 
character information assembled over time. 


IN THE NAME OF THENCARDINAl 


Where is your copy? 


That's right...the Ultimate 
Edition of Warzone is now 
avaiable, and your 
wargaming will never be the 
same! 

A brand new edition oF the 
Origine Award winning 
miniatures wargame that 
cantaing over 350 pages of 
pulee-pounding Fun, photos 
and 27 armies to play. 


BASICS 

Path of Rage is a sourcebook for Haven: City 
of Violence which provides a level of detail 
for the blood-soaked streets of Haven not 
found in the basic rulebook. It is a 128-page 
perfect-bound book with color cover and 
black & white interior art. The paper is of 
heavier stock than most publications this size 
as is the text. This book will set you back 
twenty dollars even. 


INSIDE 

Mr. Porter starts off the book addressing a 
misconception that some people have about 
Haven: City of Violence and that being that 
the game is nothing more than an excuse to 
kill cops, rob banks and play out some twisted fantasies. Well, it can be about 
that but also a lot more. Check out my review in the previous issue of 
Fictional Reality to get my take on Haven and the possibilities that lie in the 
game. 


THE CITY OF HaVEn 
BOURCE@OOH 


The book accomplishes several different things. First, and most importantly, 
it gives a much more detailed look at Haven that you previously found. Since 
all of your adventures will take place here and there are so many varying areas 
of the City this was needed. Information on the major players (NPC’s), 
organizations, locations and even adventure seeds is found with all of it being 
useful to the GM, or G.O.D. in this case. Even in this modern and very 
violent city there are some seeds of the supernatural, but it’s not even near to 
the point of making this a modern horror game. Well, let me take that back. 
There’s plenty of horrific things going on in Haven and it’s possible that some 
of them (a very few) are supernatural in nature. Many of the NPC’s are 
stereotypical for the setting (not that you wouldn’t find the same thing in 
movies or books) like mobsters, dirty cops, and the almost-obligatory 
pedophile priest. Yup, gotta find a way to put a bullet in his head. 


Players will find new Benefits and Drawbacks which are all very appropriate 
and new skill definitions, but I’m not sure how mountaineering is going to be 
used if all of our adventures take place in the fair city of Haven. Maybe 
climbing the artificial rock wall at the local mall while dodging a hail of 
bullets. And then we have new character classes, err prototypes in Haven. 
The Assassin, Clergyman, Gangster, Hacker and Reporter join the fray and 
you can bet that all of them are packing heat, yes even the reporter. An 
example of character creation is here and just like a diagram in a wargame this 
will do nothing but make things easier on everyone. 


Notes for the G.O.D. about increasing the fear and anxiety level of the game 
were nice to see and there were also new rules for staring down an enemy, 
environmental effects, and more. What would Haven be without weapons? It 
wouldn’t exactly be Smallville, but there’s always a market for new ways to 
put heads to bed in this city and you’ll find them here along with vehicle rules 
so you can run people down and you fill them full of lead. 


The book ends with the background and stats of the major characters 
mentioned in the background section. If you want to get right down to brass 
tacks not all of them are what you’d call evi/ but I don’t think that any of them 
are really what you’re going to look at as good either. All of them area flawed 
, or have become so as their time in Haven has increased, and flawed 
characters (especially with ones that you can exploit) are usually more 
interesting in a story. Find out what makes them tick and then put the screws 
to them! 


VALUE 

For twenty dollars I was pretty pleased with Path of Rage. If you’re GM’ing a 
Haven game then it’s a great addition to that game. Maybe not 100% 
essential, but very helpful in fleshing out the ultra-violent city where your 
game will be taking place. If you’re not using the Haven rules for your 
modern era game then you can still get a lot of use out of the book. The 
artwork is all dark and gritty and mostly ok, but not spectacular. Sometimes 
the black text is a bit hard on the eyes when it’s right on top of a mixed gray 
and white background. I found more typo’s (not all over the place by any 
means) than in other products. They just seemed to occur more often here. A 
mini-adventure would have been great but I’d have expected the book to cost 
a few dollars more with that addition. You could pretty much set up Haven in 
any game world/system and then discard the stats or re-write them to jive with 
your game. 
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BASICS 

Technical Readout: Project 
Phoenix (TR:PP) is a 103 page 
softcover book published by 
FanPro. The cover is full color 
and the interior is black and 
white. This supplement provides 
details about the various ‘Mechs 
used to play Classic Battletech 
including: 22 inner sphere 
Battlemechs and seven clan 
Battlemechs. This volume retails 
for $19.99. 


INSIDE 
First, I would like to address why TR:PP is such a standout in the world of 


BattleTech supplements. Neophytes to the Battletech Universe may be 
unaware of this, but several years ago some of the designs that BattleTech 
players knew and loved since the early days (mid-eighties) were no longer 
available. The ‘mechs in question were direct copies of mecha found in 
anime, back before FASA could afford their own artist. These units although 
from a foreign source became an integral part of the BattleTech universe, but 
alas the so-called ‘unseen 16’ were nowhere to be found. Their images were 
notably lacking is visual artwork representing the universe, and their names 
were absent in supplemental material and even the novels. There were rumors 
of a lawsuit, but as usual with such legal agreements they were not available 
to the public. Fortunately, after years of mourning, 7R:PP returned those 
units to the wonderful world of Battletech. The artwork has changed slightly 
to steer clear of any copyright violations, but the ‘mechs are recognizable to 
the players familiar with them and probably represent those units better in 
terms of the Battletech fiction. 


For those Battletech veterans familiar with Classic BattleTech’s Technical 
Readout line of books; TR:PP doesn’t vary much from the standard used in 
the previous technical readouts. The book begins with a short piece of fiction 
introducing the work, and then the book is divided into sections detailing 
Inner Sphere Battlemechs and Clan Battlemechs. Each Battlemech has two 
pages devoted to it. The first page is a write up (i.e. fluff) about the unit, 
which includes information such as who manufactures the unit, the 
capabilities of the unit, where and with whom said unit is deployed, as well as 
a few major variations of the unit. The second page includes an illustration of 
the unit (Black and White) as well as the game statistics for the unit. Most of 
the background information pages are black ink on a gray background this can 
make it somewhat difficult to read. 


The end of the book includes illustrations of variants listed in the book. This 
section was probably created to help the modeler create variants of the stand 
Battlemech miniatures, but there does not seem to be enough of a difference 
between their physical appearances to warrant this addition. 


Chris Lewis provided the illustration for both the cover and the internal 
artwork. The illustrations are well done and generally capture the feel of the 
units on which they were based. The artist does an excellent job of bringing 
these classic ‘mechs back to life for both old and new generation BattleTech 
players to enjoy. 


I have heard many complaints from long time followers of the game that they 
do not like the redesigned mechs. There complaints fall along the lines of 
“That’s not a Marauder”, or “I just don’t like the way that new ‘mech looks”. 
I must respectfully disagree with my comrade mechwarriors. I believe that 
most of the dissent is due to more a dislike of change than an actual dislike of 
the new designs, especially compared to some of the designs that have come 
out in Technical Readout: 3055 and Technical Readout: 3058. 1 believe in 
time they will grow to really enjoy these new designs. 


VALUE 

For the Classic Battletech enthusiast this volume is well worth its price. To 
see ‘mechs thought long dead, resurrected is a real treat to someone who has 
followed the game for a while. The casual BattleTech player may find the 
images and statistics redundant as the in game information is presented in 
Classic Battletech Record Sheets:3067 and the resculpted miniatures from 
Ironwind are really all that is needed for play. 


BASICS 

Classic Battletech: Combat Operations is a 140-page soft cover book 
published by FanPro under a license from WKgames. The cover is full 
color and the interior is black and white. It contains some fictional 
stories, background information on the setting, rules for campaign style 
play, as well as additional rules for both Classic Battletech, Aerotech 2, 
and the Classic Battletech: Role-playing game. This volume retails for 
$24.99. 


INSIDE 

In the Introduction of the book the author explains that the book will be 
divided into two sections: one dealing with the issues in and around 
warfare in the 31“ century, the second section is comprised of additional 
tules for the Classic Battletech line of games. 


The first section is a great resource for both the game master of a Classic Battletech: Roleplaying Game 
campaign and the new BattleTech player who would like a little insight into the flavor of the universe in 
which the game is set. It describes the various types of units used to fight wars in this setting, including 
the basics such as the Battlemechs and warships, to even including ‘wet’ navy and Special Forces 
infantry. A nice side bar in this section outlines the Ares Convention, dictating the rules of civilized 
warfare. This section continues to describe the tactics of warfare common to Classic Battletech 
including the combined arms force (‘mech, infantry, and vehicle) and how warfare is played out in a 
variety of environments including urban and space. The section continues with the oft over looked 
aspects of war including communications and logistics. The section concludes with a brief synopsis of 
Intelligence and Physchological warfare. 


The second section begins with the Battletech Operations Rules. This chapter has rules for unit creation, 
tules handling spare parts, logistics, morale, fatigue, and maintenance and repair. The next chapter 
covers rules for creating an infantry platoon. It spends a lot of time converting personal weapons from 
the role-playing game into board game statistics. It also covers how to determine the battle-value for the 
newly created infantry unit. The next chapter covers Aerotech 2 operations rules. It includes some 
interesting rules for boarding actions, in case you’ve ever wanted to attempt to take over that drop ship 
with some marines. It even includes rules for using Battlemechs in space, which seems pretty fool hardy 
for the ‘mech pilot. The next chapter entitled Linked Scenarios includes rules on how to run a series of 
scenarios that are abstractly related in a kind of mini-campaign style game. The next section, the 
Battletech Strategic Game gives rules for running a larger faction of forces. It includes rules on 
economic income, giving orders to armies, espionage, communications, combat, and finally how to 
actually capture a planet. 


The book concludes with a 34 page faction list detailing exactly what units are available to particular 
factions, a recent and over due development in the game. The few pages following are blank record 
sheets for using the rules found earlier in the book. 


The contents of the book seem well thought out. The artwork on the cover and interior is of varying 
quality some of it excellent some of it less so. It is filled with charts and tables that are for the most part 
easy to read, although they do not appear to be summarized together nor clearly marked in the table of 
contents, so they would not be easy to find quickly. The book seems well bound and the quality of the 
paper is excellent. 


VALUE 

This book would be a great resource to the intermediate and advanced Classic Battletech player. The 
first section dwelling on the how warfare is conducted in the BattleTech universe will be an interesting 
read for people new to the universe and even has a few interesting points to hold the interest of the long 
time player. The operations rules are an excellent resource for a BattleTech player. An official 
framework for campaign rules is something that the game has needed for several years. In short, Combat 
Operations would be an excellent addition to a Classic Battletech player’s library. 


BASICS 

Classic Battletech Field Manual: Updates (FM:U) is a 238 page soft 
cover book published by FanPro under a license from WK games. The 
cover is full color and the interior is black and white. This supplement 
provides an update of the various Military Units used in the Classic 
Battletech universe. The original Field Manuals were set in and around 
3060, this volume updates those units to the year 3067. This book retails 
for $24.99. 


INSIDE 

FM-U begins like most Classic Battletech supplements with a short story 
from some minor character’s point of view, and then sets up the rest of 
the volume with a bit of introductory information informing the reader of 
the major political changes from 3058 AD until 3067 AD. A nice 
feature of this introduction is a brief sidebar summary of events that 
occurred in each year from 3058 until 3067. From this point the book is 
divided into chapters focusing on a particular faction. 


Each chapter begins with a brief summary of how the years affected each major political faction. Then 
the chapter moves into sub-chapters focusing on individual military units within that faction, and ends 
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with a detailed summary of all military units within said faction. This detailed 
summary includes: The force’s (usually a regiment) name, it’s commanding 
officer; names of sub-unit’s(usually battalion level or greater), and it’s 
commanding officer. For each Force and sub-unit is listed: experience, 
loyalty, home world, strength, and what quality and level of technology the 
unit is at. Towards the end of the book is a 25 page section consisting mainly 
of random ‘mech/vehicle assignment charts. The end of the book consists of 
an extensive index. 


Artwork on cover art is excellent; some of the interior work is not up to the 
same standard. The interior artwork is sparse compared to other publications 
by the same company. The binding may be cause for concern, it does not 
appear as if it would hold up to regular wear and tear. The paper quality does 
not appear to be as high as is normally found in FanPro products. 


It is natural progression to compare this work to the series on which it was 
based. The Field Manual series had many things going for it that this one 
unfortunately does not. Each field manual had an interior colored printed 
section that included a painting guide for the various units and some color 
artwork to give a feel for the faction the book was representing; both are 
missing from this book. Each field manual also introduced new units for 
players to use; this one does not. Most of the field manuals also introduced 
new weapons (heavy lasers, MRM’s, rapid fire autocannons, etc) this volume 
also fails to introduce any new equipment. One of the few failings of the 
original series was the lack of detail about specific military units within the 
clan factions. Most clan military units were given a mere paragraph where as 
there Inner Sphere counter parts were given a full page, unfortunately this 
trend continues in FM: U. 


VALUE 

This supplement would be of little value to the casual Battletech player. The 
random ‘mech assignment tables in the back are nice, but it’s not worth the 
cover price seeing as a player could probably create one of their own that 
would work well enough. 


Even a long time player whose interest lies primarily with just playing the 
tabletop game would be hard pressed to find good use for F'M:U. Fans of the 
fiction, may be pleased to find out what happened to their favorite units, but 
may find the price a bit steep for a few paragraphs of interest to them. This 
book would appeal to the collector who needs the supplement to round out his 
collection. A games master of the Classic Battletech Roleplaying game could 
find useful tidbits of fluff text to add flavor to his campaign, and players that 
wanted to create detailed campaigns using cannon units from the 3067 
timeframe would find FM: U very valuable. 


OVERVIEW 

"The Everlasting: Book of the Fantastical" is a 
368-page soft-bound rule book for a non- 
traditional role playing system by Visionary 
Studios (retail price $36.95). The book has a 
full color cover with black and white internal 
illustrations. The page layout features 2 
columns of text with a shaded sidebar. 
Information in the sidebar expands upon the 
information presented in the text. 


"The Everlansing: Book of the Fantastical" is 
the fourth volume in the Everlasting series. The 
others are "Book of the Unliving", "Book of 
the Light", and "Book of the Spirits". 


GENERAL DESCRIPTION 

"The Everlasing: Book of the Fantastical" is set in the modern world where 
the fantastical is just out of reach for most mortals. Avalon rests just off the 
coast of England, but it is unreachable to all but a select few - the immortals 
and some the blessed mortals. Dragons, elves, orcs, dwarves, and the Fey folk 
are with us and beyond. Their challenges and conflicts sometimes cross over, 
but usually we are blissfully ignorant of their machinations. 


The RPG documented in "The Everlasing" is non-traditional in that it is more 
of a story-telling system than a classic RPG. Most of the book covers how to 
run the group-moderated storytelling system. The character development and 
combat systems are concisely described early on, and the remainder of the 
book is used to provide the information necessary to tell the stories of "The 
Everlasting". 
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A deck of cards provided randomization, with an Ace equal to a possible 
failure and a King equal to probable special success. Rules for using dice are 
provided, as are rules for using Tarot cards. 


The mechanism to use these cards is unique. An action that a character wishes 
to perform is given a base difficulty; normally a 9. This base value is raised or 
lowered by any conditional modifiers. The player applies one of his abilities 
to achieve the action. The value of this ability is the number of cards (or dice) 
that the character may draw. The value of the card (Ace = | to Queen = 12) is 
added to the appropriate ability score. Each modified value that is equal to or 
greater than the difficulty is a success. Aces drawn (failures) remove 
successes, starting with the highest. The degree of success or failure is 
represented by the number of successful draws made. 


CHARACTER CREATION 

Character generation is an involved process that requires nine steps. The 
player first selects a Genos or race. The possible immortal races are Dragon, 
EIf, or Faerie; there are also the mortal races of Dwarf and Orc. 


Next, the player chooses a concept for the character, called the protagonist. 
This entails deciding where the character lives, what he does professionally, 
his personality, etc. This is really the guidelines within which the player 
brings his character to life. 


Third, the player chooses Ethos or the mythological archetype for the 
character. Two example architects are the Crusader, the champion of ideas or 
ideals, and the Explorer, always looking for the next turn in the road. 


From this point on, character creation involves setting abilities, aspects, and 
persona. This is done by allocating points to various categories. The prior 
steps direct how the points are allocated. Rules are also given for random 
generation of these statistics. 


Then, the player chooses distinctions, which can either be advantages or 
disadvantages, to round out the character. 


The eighth step involves selecting the character's preternature and or magic. 
Finally, the character's details are filled out. 


Character creation is so involved since it is central to the story-telling system. 
Knowing your character and how to play them is the heart of this system. 


To this end, the majority of the book is given over to information on the 
different Genos. There is a chapter dedicated to the Dragons, another for the 
elves, and a third for the Faeries, a fourth for the Dwarves and a fifth for the 
Orcs. Other supernatural creatures, such as Vampires, Ghouls, and Revenants, 
are covered in a combined chapter. I gather that these are presented in more 
detail in the other books of this series. 


THE SYSTEM 

"The Everlasting" is not an RPG in the traditional sense - that of a single GM 
authoring an adventure using published monsters or encounters, into which a 
party of players venture. Rather, "The Everlasting" takes a group storyteller 
approach. There may be a single storyteller who crafts the basic plot, conflict, 
and antagonists, or this may be a group effort. 


Each character collects destiny points which can be spent to subtly change the 
course of a story, such as adding a fortuitous circumstance such as an 
antagonist's gun jamming. There are also backlash points which work in the 
opposite manner. Destiny points are awarded for good role-playing and 
backlash points are penalties for things such as "hogging the story". This 
mechanism encourages good story telling and discourages bad story telling. 


"The Everlasting" includes rules for free-form combats and gaming sessions. 
Free form is even more rules-light than the regular game system. 


REVIEW 

"The Everlasting: Book of the Fantastical" is a detailed work. There is quite a 
bit of information included in this volume; there is very little in the way of 
color text or charts. 


If you're looking for a less combat-oriented RPG system, more of a story- 
telling system, then this is an excellent choice. This volume, and the other 
three, describe a interesting and unique campaign world. However, if your 
play style is more combat oriented, then this book will have little appeal to 
you. 


OVERVIEW 

"Savage Worlds Action Deck" is 
a oversized deck of playing cards 
- 54 cards in all including the two 
jokers for $19.95 USD. This 
deck is designed for use with the 


Savage Worlds RPG, also 
published by Pinnacle 
Entertainment. 

CARDS IN SAVAGE 
WORLDS 


The Savage Worlds RPG uses playing cards for combat activations. Each 
player is dealt a single card and the GM gets one card for each group of 
antagonists. Then the various players and antagonists act in order of their card, 
from ace to duce with ties resolved in suit order: spades, hearts, diamonds, 
clubs - reverse alphabetical order. 


A player or antagonist with a Joker doesn't act in the normal sequence, rather 
he can take his turn whenever he wants, even interrupting another's action. 
Plus, get this a +2 modifier to trait tests and damage rolls for the turn. 


The deck is shuffled at the beginning of the combat and after a Joker is dealt. 


FORMAT OF THE CARDS 

The cards are printed in full color on heavy card stock and they are 3.5" wide 
by 4.75" long. The back of the cards has a the grinning face of Smilin' Jack - 
the skull-headed jester that is the guide, master, and personification of the 
Savage Worlds game setting. 


The face of the duce through ten cards of each suit have the normal depictions 
of the card icons - 2 spades on the deuce of spades and so on. However, its on 
the Jack, Queen, King, and Ace where the real character of this deck comes 
forward. These cards feature pictures by Cheyenne Wright and Zeke Sparkes, 
the same artists whose work was featured in the Savage Worlds rule book. 


Each of the suits is illustrated with an image from a gaming genre. The spades 
feature illustrations of the fantasy genre: a lich on the Ace, a wizard on the 
Jack, an amazon on the Queen, and a barbarian on the King. The hearts 
feature pulp illustrations: a awaken mummy on the Ace, a gentleman 
resembling The Shadow on the Jack, a woman resembling Laura Croft on the 
Queen, and a Bradon Fraiser look-alike on the King. 


The Diamonds feature pulp Science Fiction characters - a Ming the Merciless 
type figure on the Ace, a pulp SF robot on the Jack, a Wilma Deering look 
alike on the Queen, and what can only be a Kimbel Kinneson wannabe on the 
King. Finally, the Clubs feature characters from the Horror genre - a green- 
skinned devil in a smoking jacket on the Ace, a priest armed with holy-water 
guns on the Jack, a vampire huntress on the Queen, and a two-sword wielding 
vampire slayer on the King. Oh, did I mention that the jokers are graced with 
full figure of Smilin’ Jack? 


VALUE 

There are quite a few games out there that use playing cards for activation in 
addition to Savage Worlds - Reaper's "CAV" mecha game and Flagship 
Games' "Habet, Hoc Habet" gladitor game come to mind. For either of these 
games, the Savage Worlds Action Deck would work well. The oversized cards 
are easily visible on the game table and the cardstock is durable. However, 
these cards are designed for Savage Worlds. Everything I said above applies 
to using these ina SW game - plus the look and feel of these cards really helps 
set the pulp mood of a Savage World session. I'll definitely use these - along 
with Smilin' Jack's Freakin' Head - to add more atmosphere to my SW games. 


OVERVIEW 

"Aces & Eights: Dead Man's Hand" is a 
CD of mood/background music for 
Pinnacle's "Deadlands: The Weird 
West" RPG. The CD has 8 tracks 
created by MG Music and produced by 
Peter King. It is published by Pinnacle 
Entertainment and has a retail price of 
$15.00 USD. 
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CONTENTS 

The songs on this CD include: "Rascals, Varmints, & Critters", "The Posse 
Cometh", "North and South", "Ghost Rock Rumors", "Saddles & Stage 
Coaches", "Ghost Dancers", "The Great Rail Wars Blues", and "Aces & 
Eights". All the tracks are composed of foley sounds and some music. It is all 
subdued, which is perfect for background music. 


The first track includes a lonesome guitar along with sounds of an outdoor 
shoot-out, with the wind blowing in the background. The second track 
continues this setting, but adds in horse sounds, both galloping and snorting. 


"North and South" presents sound of a running battle between mounted men 
and others. The sounds give the impression that the riders are caught in an 
ambush and are fighting their way out. 


"Ghost Rock Rumors" is the first track to include drums - maybe some plains 
tribe playing in the rain. The horses reappear, but they are muffled. The 
majority of this track is full of rain sounds - thunder, rain in the distance, and 
rain on leather. 


"Saddles and Stage Coaches" starts off inside a building, murmurs can be 
heard in the background while the noises of someone fitting tack and loading 
a stage occur in the front. The omnipresent hoof sounds appear as the stage 
rolls out of town. The track then moves into the peaceful sound of horses and 
wagon on the move, reinforced by some light piano work. 


Indian drums and horses open "Ghost Dancers". Soon native chanting and 
flute playing joins the drumming. This evokes the feel of a plains Indian 
encampment where the listener is moving around the outskirts of the 
encampment. As we move away from the fire, the far away sound of thunder 
is heard, before we return to the campfire. 


"The Great Rail Wars Blues" starts out with more musical sounds than the 
others. A lone harmonica plays as the wind blows around the listener. This 
harmonica stays with us as the gets up to speed and pulls out of the station. 
Eventually the harmonica goes silent and we're left with just the sounds of the 
train. 


The final track, "Aces & Eights" starts with the listeners entering a saloon. 
The voices of many people can be heard behind a honky-tonk piano and small 
orchestra. Outside gunshots echo through the open door but the patrons are 
not disturbed. This is your typical saloon. 


VALUE 
Okay, is this where I say it sounds good but it doesn't have any kind of beat to 
dance to? Well, it doesn't. But, for background music, this is exceptional. 


I've only ever used music to set a mood for Advanced Squad Leader games - 
and then only the Shostakovich War time symphonies (Opus 7 and 8) to add 
an authentic air to scenarios on the Easter Front. 


The effect for an RPG would be even better. This CD is exceptional, the 
foleys are wonderful and fit right in with the music. This is an odd type of 
music to compose - something beyond a tone poem - and it is very well done. 
If you play Dead Lands or another wild west RPG, definitely consider getting 
this cd. 


Mechanical Dream 


It's a rare experience to be able to highlight 
Canadian talent when it comes to Role-Play 
Gaming (RPG). For those unfamiliar with the RPG 
world, players assume a character and play a game 
while "in character" reacting to other players, as 
well as to situations laid out before them by the GM 
of Game Master. While the realm of RPG is best 
known because of Dungeons and Dragons -- a 
game that is in its third incarnation, and spawned 
the very entertaining movie of the same name -- it 
is far from the only offering in the field. 


Although the world of dragons, elves and magic set 
against a generic medieval style world may the 
most familiar of RPGs, some people are taking the 
game in a decidedly different direction. Witness 
Canadian Francis Larose recently released RPG 
Mechanical Dream (MD). This is about as far away 
from medieval dragons as you can get. In fact, MD 
is a unique setting indeed, one unlike anything else 
I have come across. The world, its inhabitants, and 
even the ecology of the world and influences of 
light and darkness are freshly chiseled in this 
intriguing new entry into RP Gaming. 


Larose said the influences were varied for the work, 
but the goal was to be different when finished. 
"The main influence was London 1800, (Edgar 
Allan) Poe and Steam Punk, industrial fairies," said 
Larose in an email interview. "Mechanical Dream 
is too different comparatively to another game, and 
the inspiration/influences goes in the same way. 
"Some friend said we have 

brain-busted our neurons with this project, because we have pushed some 
limits in the creation. "MD is not science fiction, it is something else. MD is 
a virtual world with no links, no references, with earth and humans." It's that 
boldness to take MD into a totally unfamiliar world, leaving players to fully 
interpret everything they are, see, or do in the game, which makes the game 
itself most appealing. Larose, a natural Francophone said the linguistic 
reality of Quebec, his home province was an influence as well in the duality 
which permeates the MD world. He said the idea of dual 
concept such as French and English as found in Montreal ended 
up mirrored in the games storyline of Mechanical/Dream and 
Industrial/Fantasy. "Sure we have read a lot of Science-Fiction, 
fantasy, and RPG, but the main influence was to create a world 
with its own style, own mood," he wrote. "Personality and 
Individuality was the main point for us to make something never 
made." 


Larose said the idea came to him through one of the game's 
major influences. "The idea, like a lot of idea comes, to us by 
dream," he wrote in his not perfect English. "A long time ago, 
six years, I dreamed of something that start all MD. 


"Since this time I work on it because the same morning of my 
dream, I said: 'This world, I will finish it. 'After, I have worked 
four years before friends said MD could be a product. At this 
time we start to work on a business and a Mechanical Dream for 
customers." 


The work has paid off with a startlingly beautiful hardcover 
book. The art in the book, which has a flip design, breaking the 
text into two distinct areas of the game has an almost surreal feel 
which is ideal for a game that seems to waver at times on the 
edge of our conscious and our unconscious. 


The colour renditions of races such as the Nayans, Gnaiths, Inais 
and Soleks are outstanding. The black and white art line art 
through the rest of the book carries that surreal mood well, and 
helps one recognize that most of what they know about the 
world around them must be forgotten as one jumps into 
character to play MD. 
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Overall, this game has a feeling 
something like reading Frank 
Hebert's masterpiece Dune trilogy, 
in that the world is so detailed and 
different, you are left hungry to 
turn the page to learn yet again 
something new. 


If there is a drawback to the game, 
it is the same as its strength, the 
unfamiliarity of the entire world. 
One doesn't grasp the intricacies of 
a more than 300 pages of game 
tules, guidelines and mechanics 
for MD in a simple browsing, or 
even a single detailed reading of 
the text. 


Yet, for those who do take the 
time to try something out of the 
ordinary, the possibility of being 
awestruck in an amazing world of 
shadow and light certainly exists. 
Larose said the game is 
developing much as they hoped, 
not that he is ever completely 
satisfied. "I think we are not 
proud on the game, only happy to 
see it grow with the community," 
he wrote with obvious modesty. 
"We are honestly glad to see the 
final results, but know it needs 
more and more work on it. 


We will never reach the perfection, and never will try, but always work hard 
to make the best we can." Larose said he anticipated MD to be a game around 
for the long term -- in itself a major undertaking given the way RPGs come 
and go. The mechanical boxed set is at retailers now. Larose said the 
‘Wilderness bestiary' will be released for March. Players can expect a 
campaign set in a industrial fantasy mood, and the 'Book of Warrior' will be 
available for Gen Con 2003 (the biggest game show of the year). And, the 
"Book of Sage' before the end of 2003. 


By Calvin Daniels 
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TRAVELLER 


Science-Fiction Adventure in the Far Future 


Worlds of the Ley Sector Extension 


This extension deals with the Shanape Chevron worlds. The Chevron is a 
group of 6 worlds located along the Spinward side of the Ley Sector. Most of 
the traffic out of the Chevron goes Rimward from the Harukaza starport. 
There is some commerce between the Cheveron and the Shanape Link Cluster 
from both the SHANAPE and 900-790 starports. 
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New Colony 

0523 X8660000 


See Rescue Mission on page 4. 

The star system of New Colony was only discovered thirty years ago. The 
Imperial Astrographers were only recently able to detect the binary system 
through a rather heavy interstellar cloud. The system consists of 3 small gas 
giants and | terrestrial planet. 


Starport 
There is no starport on the main world. 


Mainworld 

The main world of New Colony is an Eden. It is a terrestrial planet with 
standard gravity, atmosphere, and climate. Its surface is 60% water. There are 
indigenous life forms on both the land and in the water, but none has 
intelligence. The world appears to be a prime candidate for colonization. A 
team was sent in earlier this year to conduct a detailed survey. 


Adventure 
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TRAVELLER 


Science-Fiction Adventure in the Far Future 


The Rest of the System 
The other planets in the system are small gas giants. There is no planetoid 
belt. 


900-790 

0724 BOO0958D 

See Smuggling Run on page 6 

900-790 is a system with a single red dwarf star without any planets. Instead, 
it has a sizeable asteroid belt at 30 Million Km from the star. Imperial 
planetologiests have determined that the asteroid belt is the remnants of a 
large planet that was destroyed by some cataclysmic event. As such, the 
asteroid belt is rich in raw materials. 


The Starport 

The system’s starport, know locally as Iceball, is located in one of the smaller 
asteroids. Two large craters have been hollowed out and docking facilities 
have been built. The out-system side is for jump-capable ships and the local 
freight haulers use the in-system side. Due to the microgravity fields, docking 
at the starport is tricky and requires a Pilot check (DC 20). A failure by more 
than 10 means that the ship has collided with the docking station. Otherwise, 
it is anear miss. Due to the amount of raw materials being shipped out, this is 
a very busy starport. The docking facilities remain 80%-90% full. There is a 
40% chance that any arriving ship will have to wait in a parking orbit for 
2d6+2 hours until a dock opens up. Due to the sparseness of the system, fuel 
must be shipped in. This adds a 25% surcharge to the basic fuel rates. 


The Mainworld 

Since all the materials from this system ship out from the starport, the asteroid 
in which it is located has become the center of the system. The system’s 
government is a feudal technocracy rooted in the families of the original 
prospectors. The entire system is split between seven families, the Founding 
Seven, and they use a feudal system to mine and work their holdings. Of the 
system’s 4 billion people, most of them live in this hollowed-out asteroid. 
Needless to say, it is very crowded. As such, there is a very high law level - to 
keep down on the violence. Even so, with all the belters in the area, it is a 
violent place. Being an asteroid mining operation, the area has a very high 
technology level. The wealth of the system means that the highest technology 
is available for the mining work. Iceball is a modern-day gold rush 
boomtown. As such, prices are inflated 20%-50% over standard rates. 


The Rest of the System 
There are no other bodies in the system. The Planetologists believe that 
whatever force created the asteroid belt destroyed any other planets. 


Harukaza 

0725 A675533A 

See Rescue Mission on page 4. 

The Harukaza system consists of 10 planets, but no gas giants. The main 
word, Harukaza V, orbits the star at 420 Million Km. 


Starport 

The Harukaza starport consists of a single high port in geosynchronous orbit 
above the planet’s equator. Travel between the starport and the surface is by 
planetary elevators. This starport is the main jump point for ships leaving the 
Ley sector for the Glimmerdrift Reaches. As such, it is the most cosmopolitan 
of the sector’s many starports. 


Mainworld 

Harukaza V is a cold planet, with average temperatures ranging from -35° to - 
70°. However, even with these temperatures, half of the planet is covered with 
water. The surface is ice varying in depth from 20m to 80m. Underneath this 
shell of ice, is an open water sea. The water is kept above freezing by huge 
steam vents on the ocean floor. All the indigenous life forms live in these ice- 
capped seas. There is not much biodiversity with only 200 known species. 
Most of these are jellyfish like, but there are a few mega-scale animals, of 
which the Harukaza Whale, a 150m filter feeder is the most famous. Due to 
the inhospitable conditions, the population on this world is low. The 
population either supports the starport or works the local agriculture: the 
former live in the central city while the latter live in small, outlying agri- 
domes. 


The central city is directly below the highport. It is the seat of government and 
has a population of about 80,000. The other 40,000 inhabitants live in the 
numerous agri-domes around frozen seas. Some of these agri-domes aren’t 
domes at all, but large vessels that skate on top of the frozen seas and harvest 
the biomass that is just under the ice cap. 


The Rest of the System 
Of the remaining 9 planets, only two have an atmosphere, and these are 
methane green houses with ambient temperatures around 200°. 


Magi 

0824 C0007358 

See Pirate Attack on page 5. 

The Magi system is a binary star system. The stars, Prospero and Merlin, are 
red dwarf stars. There is a single gas giant (Magi 7), a planetoid belt (at Magi 
6), and five other planets. 


Starport 

The class C starport consists of a highport made from the hulk of the original 
colony ship and planet side shuttle ports in each dome. The usual star port 
traffic is Jump! ore haulers. There are also Jump! Free Traders who stop for 
refueling on the way between Harukaza and Shanape. The highport is mainly 
for the ore haulers and, as such, has quite a bit of blue-collar entertainment. 
There is a -4 modifier when determining the number of middle passage and 
high passage travelers. 


Mainworld 

Arthur (Magi 4) is the main world in the Magi system. Arthur is an airless 
world with a high concentration of ores. This is a mining colony and there is 
little else here. Four major corporations (RMB Industries, Allied Mining, 
Seafort Shipping and Mining, and Consolidated Resources) have broken the 
planet up into regions. The CEO’s of these companies serve as the ruling 
(oligarchic) council of the world. Given the rough nature of miners and 
mining encampments, the council, or The Corps, struggle to keep the law 
level where it is. The government has been now to be very harsh in certain 
circumstances. Severely anti-social elements are encouraged to take up the life 
of a belter since it’s more economical than prisons. 


The Rest of the System 

The four corporations have small mining operations on each of the other 
planets, including a gas mine on the gas giant. Since the gas giant is being 
mined, the local constabulary frowns upon “‘free lance fuel mining” and can 
be quite harsh in treatment of “hydrogen smugglers”. The planetoid belt is too 
sparse for the corporations to make a profit, so it is left for wildcat belters to 
exploit. Due to the “Botany Bay” aspect of the belt, there are quite a few 
pirates and part time pirates in the area. 


Shanape 

0923 B566AFGA 

See Smuggling Run on page 6. 

The Shanape system was the capital of a small empire that covered Shanape 
Link and Shanape Chevron worlds. The arrival of the Solomani empire caused 
this empire to collapse, but the locals have a long memory of their history. 


Starport 

The Shanape Highport is brand new. It has just been commissioned this year 
and, as such, it still has a few bugs to work out. There is a 20% chance that a 
ship will have to wait for 2d6 hours to dock or leave due to mechanical 
problems. The starport staff is quite aware of the problems and is quickly 
working to fix everything - however they are harried. Luckily major system 
failures have reduced in frequency - they only occur about once a month now. 
The downport is the same downport used since Shanape Imperial times. The 
architecture is quite beautiful and everything is built to impress travelers with 
the majesty of the empire. The Shanape government, as a reminder of the 
glories of the fathers, has kept up the starport. 


Mainworld 

Shanape III is home to over 2 billion people crowded into sixty large spire 
cities surround by verdant parklands. The Fathers had a great respect for the 
natural beauty of the world, so they minimized the acreage used by the people 
and left the rest of the planet as a large game preserve. With the fall of their 
empire, Shanape could no longer rely on agriworlds for its food production, so 
great parts of the parklands have been turned into farms. One advantage of 
keeping the population in close quarters is that they are easy to control. Soon 
after the fall of the empire, a military dictatorship was established. That has 
now turned into a Totalitarian oligarchy, which rules with an iron fist “in the 
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name of the Fathers”. People are constantly watched by electronic and 
biological spies and any minor infraction results in severe punishment. Off- 
worlders are welcome to spend their money, but they are very closely 
watched. Each ship landing at the downport has a liaison officer assigned to it. 
This officer is not so much a commissar as a guide and protector. The 
government doesn’t want to offend off-worlders as they are the major income 
of the planet, but they also don’t want any foreign ideas getting loose. 


The Rest of the System 

The rest of the system includes single gas giant and 3 terrestrial planets. Of 
these three, Shanape II is used as a prison by the government. There political 
prisoners and their families are exiled for life for “tainting the memory of the 
Fathers”. The planet has about 2 million people on it. The two thousand 
guards are all stationed on the downport immigrant processing station. The 
prisoners are allowed to run their own affairs as long as the factories keep up 
their production quotas. 


Grunwald 

1023 C9535527 

The Grunwald system is knows as the system of giants as its central star is a 
sub-giant and the majority of the planets are gas giants. There are two 
planetoid belts as well as 1 terrestrial planet. The major export of the 
Grunwald system is hydrocarbons. The three gas giants have an abundant 
supply. 


Starport 

In this system, the starport does not orbit the mainworld of Grunwald IL. 
Rather, it is high above Grunwald V, the largest of the gas giants. It is a 
functional starport designed for transfer of the hydrocarbons mined from the 
gas giants. Access to the mainworld and planetoid belts is handled by regular 
shuttle flights. 


Mainworld 

Grunwald II is a large planet with a small population. The indigenous 
population of Vargr has set up a feudal system to run their world. They have 
little to do with off-worlders, who they restrict to a single city on the southern 
continent. There is little commerce between off-worlders and the Vargr. What 
is allowed is the payment of royalties from the gas mining operations. 


The Rest of the System 

The three gas giants are mined by the Magi Corporations. They have their 
own capture ships working various parts of the planets and taking their loads 
to their own refineries. From these refineries, the hydrocarbons are shipped to 
the starport for export out of the system. Given the profitability of the gas 
mines, the corporations expend great sums to protect their rights. It is not 
uncommon to see retired military ships patrolling for the companies. Given 
the profitability, smuggling and claim jumping is quite common. It is 
generally a good idea to not scoop fuel from these gas giants. If a ship 
manages to not be destroyed, the owner will be tied up in paperwork for 
weeks. 


Kukelu 

1122 C8774475 

The binary system of Kukelu is composed of two red dwarf stars. There is a 
single large gas giant and 6 terrestrial planets. 


Starport 

Kukelu’s starport is located on the south polar ice cap. It is a Spartan port that 
is used mainly for trade with the Shanape cluster world of Liar’s Oath. Being 
of ursine construction, everything is oversized. And given their taciturn 
outlook, there is little in the way of common entertainment. 


Mainworld 

Ursines originally settled Kukelu 3 and it is still 90% ursine stock. Like most 
planets in the shanape Chevron, Kukelu 3 is a mining operation. However, un 
like most others, a representative collective runs this one. There are few 
inhabitants scattered around in various stone cities. The chief of this is the 
polar starport. 


The Rest of the System 
The other terrestrial worlds in the system are barren rock. The Ursines have 
not done anything more than survey these worlds. They are “left alone for 
future generations”. However, there is an unmanned Imperial Signalling 
Station out in orbit A. 


Encounters 

Rescue Mission 

(Harukaza system) 

This adventure starts on Harukaza where the party is approached by port 
authorities to participate in a rescue mission. The party will load up with a 
rescue team and supplies and fly to New Colony. Contact has been lost with 
the survey team. 


Act I: Charter 

Shortly after landing at the Harukaza Highport, the party is approached by a 
representative of Imperial Planetological Survey ministry. He wishes to 
character the party’s ship for a rescue and investigation mission. 

Payment will be standard charter rates: 

O Cr900/ton cargo space (66). 

O Cr900/Low Passage accommodation (4). 

O Cr9000/High Passage accommodation (6). 


In addition IPS will cover any repair for damages incurred. This is an 
exclusive charter, so no other passengers or cargo is allowed. The total 
amount for the charter is Cr1 17,000 per two week period. If the party accepts 
the charter, then 50 tons of equipment and supplies will be loaded quickly and 
fueling will begin. The cargo includes military supplies, the largest of which is 
a GCarrier, labeled “Kiss Me Quick!” The 5-member team will board the ship 
the next morning. The team member is lead by Dr. Archibald West, IPS 
geologist and experienced planetologist. Since things have gone quiet, an 
Imperial Marine Specialist Team accompanies Dr. West. 


O Dr Archibald West - Geologist who leads the expedition; 
experienced planet surveyor. 

O Capt. Hiroko Wilkins - pilot on TDY. Hiroko is along incase 
someone needs to fly the original survey ship out. 

O Sgt George Apone - commander of the strike team. 

O Spec. Juan Hicks - communications and computers. 

O Spec. Adolph Gonzales - logistics and driver. 


The marines will be billeted in the Low Passage berths, while Capt. Wilkins 
and Dr. West will take a stateroom each. 


If the party noses around, they learn the following rumors about New Colony: 
O It was recently discovered by IPS. An intervening ionized gas 
cloud prevented its earlier detection. 

O The planet is a paradise with plenty of plant and animal life but 

none of it sentient. 

Oo IPS sent a 10 man survey team to the planet five months ago. 

O The first supply ship, the Far Trader Nathan’s Last Hope, returned 
with a report from the survey team two months ago. The team 
reported finding the wreck of an alien colonization ship. No trace 
of the aliens was found. The ship was overgrown, indicating that it 
had been there a long time. 

Oo The Far Trader Nathan’s Last Hope was sent with more supplies. It 
is now a week overdue. 


On board ship, Capt. Wilkins will be close mouthed, but Dr. West will be 
quite willing to talk to the party. 


Act IT: Arrival 

Entering into the New Colony system, Dr. West will try to raise the survey 
team. No response, either manual or automatic from the surface. There is no 
response from Nathan’s Last Hope either. The orbital survey pod (OSP) 
doesn’t respond either. Dr. West will request approaching the OSP. The OSP 
is a survey satellite. In addition to surveying the planet, the satellite monitors 
and records all communications traffic of the survey team. It keeps stores 
this information in orbit in case something happens to the team on the surface 
- sort of a mission black box. The OSP also has a long-range antenna which 
can it can use to relay messages from the ground in case of a problem with the 
ground-based long-range antenna. 


Recovering the recordings from the OSP requires either a space walk or 
pulling the 10-ton satellite into the cargo bay. A cursory examination reveals 
that the satellite was hit by a micro-meteor that disabled its long-range 
antenna. 


Reviewing the data reveals that everything was going normally with the team. 
They had surveyed the plant and animal life and found no harmful poisons. 
Shortly before the arrival of the first supply vessel, the team discovered the 
wreck. A small team was sent to investigate. The expedition was low on 
supplies, so the small team augmented its supplies with local produce. 
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The supply ship landed near the base camp and unloaded supplies. There had 
been an accident during transit and half of the supplies onboard the ship were 
contaminated. The ISP team sent the supply ship back with the report. The 
team began augmenting their reduced supplies with local foodstuffs. Two 
days after the supply ship left, the alien ship investigation team lost contact 
with the base camp. A subsequent team was sent to investigate. When the 
second team returned, they reported that the camp of the alien ship expedition 
appeared to have been attacked and there were no survivors. There was also 
no evidence of where the attackers went. 


The last transmission recorded showed one of the survey team sitting in front 
of the Comms screen gibbering incoherently. The man then turns slightly to 
his left as a hydraulic ram is swung into his head and then the Comms station. 
This transmission was dated five days after the return of the second team. 
There is no other information. 


An orbital survey of the planet will reveal the location of the base camp and 
the wrecked alien ship. Five miles from the base came is the wreckage of the 
Far Trader Nathan’s Last Hope. 


Act III: Planetfall 

Scene 1: Landing Preparation 

Before Planetfall, Capt. Wilkins will thaw the Marines and get them ready to 
land. They will prep the GCarrier in orbit and load up. Dr. West will suggest 
landing out of sight of the original camp. Once landed, the GCarrier will roll 
out with the marines inside (and any others). 

The drive to the campsite is uneventful. The lookout will see a large herd of 
herbivores resembling hornless rhinos about a quarter mile to the right. The 
animals pay little attention to the GCarrier. 


The campsite is a mess. There are bodies lying all around the plascrete 
structures. It appears that they all have died violently. Some bodies show 
evidence of being shot with lasers or slug throwers while others appear to 
have been bludgeoned to death. The turf is churned up in front of an enclosed 
air/raft. The raft is powered up and humming. Near the access hatch are 
scorch marks. Inside the air/raft is another member of the survey team who 
apparently died from a laser shot to the chest. 


Inside the huts are more bodies. Some rooms are neat and clean, while others 

are in a shambles. One or two have been meticulously cleaned. 

Close examination will reveal: 

O There are no tracks of any vehicles. 

Oo There are no tracks other than those of the survey team. 

Oo The bodies show evidence that they died fighting each other. Some 
committed suicide. 


There is really no more information to be gleaned. 


Scene 2: Nathan’s Last Hope 

The wreckage of Nathan’s Last Hope is strewn over a two-mile area. There is 
a large crater in the ground where the majority of the ship resides. The area is 
highly radioactive. The ship’s data record is intact. Reading this and 
comparing it to analysis of the crash pattern shows that the Far Trader had a 
fault in its maneuver drive. During approach to the base camp, a drive baffle 
failed. This caused a cascading failure that lead to the detonation of the ship’s 
fuel tank. This faulty baffle is want caused the earlier shipment of supplies to 
become contaminated. 


Act IV: Picking up the Pieces 

Scene 1: Visiting the Alien Ship 

Surveying the campsite shows that it has been damaged, but is repairable. The 
Comms center can be made to work, but apparently the main antenna is down. 
According to the notes, the antenna was put on a high mountain ridge about 
30 miles away. Since the marines need to stay here to guard the site, Dr. West 
will send the party to repair the antenna. Arriving at the antenna, the party 
will find that one member of the team electrocuted himself on the 
transmission equipment. It takes about seven hours to repair the equipment 
and get it up and going again. Once this antenna is back on-line, 
communication is restored with IPS. When the party contacts the base camp, 
they are told everything is all right, but that a storm front is moving in. It will 
be gone by the morning, so they should wait it out. 


Scene 2: Return to Basecamp 

The next morning, the party is unable to raise the base camp. When they 
arrive, they see that the G/Carrier has been driven into one of the huts. As the 
party approaches, Apone, Hicks, and Gonzales open fire from inside the huts. 


What Happened 

The rescue team cleaned up the kitchen and made dinner. They supplemented 
their own rations with some native fruits. These fruits have a chemical that is 
normally benign. However, it affects the brains of higher-level animals. The 
result is similar to violent paranoia. If the party survives, they can find Dr. 
West’s notes. He was one of the last to succumb and was able to note that the 
problem is in the native foodstuffs. As the chemical is present in the entire 
biomass of the planet, this world is not safe for colonization. 


Pirate Attack 

(Magi System) 

Coming out of jump space, the proximity alarms go off. The Comms channel 
crackles to life with a message from a ship named the Black Rose. The Rose is 
ordering you to stand down and prepare to be boarded. 


The Black Rose is 1d20 * 750 km away (10T hexes; close range). 

The Black Rose will fire to disable the target. When boarding, three Vargr 
pirates will come over in Vacc Suits armed with laser carbines. They are 
interested only in getting 50 tons of cargo. After off-loading it, they will let 
the ship go. If they suffer substantial damage, they will withdraw to the 
asteroid belt. There are no patrol ships in the area, so the ship is on its own. 


Smuggling Run 

(900-790 system) 

The party is approached though black-market channels to see if they would be 
interested in running a private cargo to Shanape. Payment will be Cr200,000 
with Cr50,000 up front and the rest on delivery. NO QUESTIONS ASKED. 
The cargo consists of 40 tons of seal containers and an Aslan who will 
accompany the load. The contents of the containers are laser rifles, 
powerpacks, and combat armor. If acceptable, the load ship will need to 
pickup the load from an asteroid in the middle of the area and be delivered to 
a ship in orbit around the gas giant in the Shanape system. 


The Pickup 

At an appointed time, the Aslan (Richard) will get onboard the ship and give 
the pilot coordinates for the pickup point. The trip would take seven hours in 
a direct flight, but Richard suggests a more round about trip that takes fifteen 
hours. A system boat will start following the party’s ship two hours after it 
leave the dock. A successful sensor check (DC 20 + 15 for running silent) will 
reveal the tail. If the party tries to avoid the ship, the crew has a Sensor rating 
of +5. If the party engages the system ship, it will fire back and demand that 
they surrender. The following ship will not engage the Party’s ship but will 
tail it to its jump point. 


The Delivery 

Coming out of jump, the ship will be challenged by port authorities. Richard 
gives a cover story that they need to scoop fuel from the gas giant to be able to 
make it to the port. 


At the rendezvous, the party’s ship will encounter a ship named Freedom’s 
Breath. The two ships will set up to transfer cargo. In the midst of the transfer, 
two system boats will appear and challenge the ships. The Freedom’s Breath 
will undock and dive for the atmosphere. Richard, who is actually a plant, will 
get in the ship’s turret and fire on the retreating ship. If the party does nothing 
or helps, the system boats will destroy the Freedom’s Breath. If they try to 
run, one of the boats will be dispatched to follow them. 


At the end of the day, Richard will reveal himself as a Secret Police operative. 
He will tell the party to take him to the starport. There, the party will be 
cleared of any charges, but they will receive no payment. They can take the 
Cr50,000 and leave the system - quickly! 


Profiles 

Non-Player Characters 

Rescue Mission 

Regular Marine 

Marine 6, INIT +1, STR 12, DEX 12, CON 13, INT 10, WIS 10, CHA 10, 
EDU 10, SOC 10, AR 23 (+8 combat armor, +4 chameleon, +1 Dex), AR 8 
(combat armor), SPD 6, ST/LB 44/14, ATTK +11/+6 Gauss Rifle 2d12/x2, 
FORT +6, REF +3, WILL +5. 

Vessel (grav) Armor (light, medium, vac suit), Weapons (marksman, combat 
rifleman, swordsman, high energy), Weapon focus (gauss rifle, cutlass) 
Brawling, Zero-G Combat, second Wind, Toughness, High Morale. 
Combat armor, chameleon, gauss rifle, personal medkit, and communicator 


70 


Marine Sergeant 

Marine 8, INIT +2, STR 12, DEX 13, CON 13, INT 10, WIS 10, CHA 10, 
EDU 10, SOC 10, AR 23 (+8 combat armor, +4 chameleon, +1 Dex), AR 8 
(combat armor), SPD 6, ST/LB 44/14, ATTK +12/+7 Gauss Rifle 2d12/x2, 
FORT +7, REF +4, WILL +6, SZ M. 

Vessel (grav) Armor (light, medium, vac suit), Weapons (marksman, combat 
rifleman, swordsman, high energy), Weapon focus (gauss rifle, cutlass) 
Brawling, Zero-G Combat, second Wind, Toughness, High Morale, Tactics. 
Combat armor, chameleon, gauss rifle, personal medkit, and communicator 


Navy Pilot 

Navy 6, INIT +0, STR 10, DEX 10, CON 10, INT 11, WIS 11, CHA 10, EDU 
12, SOC 11, AC 13 (+3 mesh) AR 3 (mesh), SPD 6m, ATK +6 Laser Pistol 
2d10/x2, FORT +2, REF +2, WILL +5, SZ M. 

Pilot +9, T/Computer +10, P/Administration +9, Liaison +9, T/Astrogation 
+10, T/Communications +10, T/Sensors +10. 

Vessel (grav), Armor (light, vac suit), Weapons (laser, marksman), Brawling, 
Zero-G/Low-G Adaption, Zero-G Combat, First Aid, Vessel (starship, ship’s 
boat), Ship’s Tactics. 


Planetologist 

Professional 6, Init +0, STR 10, DEX 10, CON 10, INT 11, WIS 10, CHA 11, 
EDU 12, SOC 12, AC 0, AR 0, SPD 9m, ST/LB 22/10, ATK -3 (snub pistol 
1d10/x2, FORT +2, REF +2, WILL +5, SZ M. 

Pilot +9, P/Admin +13, Liaison +9, Appraise +9/ T/Computer +10, 
T/Communications +10, K/Planetology +12, K/Geology +12 

Vessel (grav), Armor (light), Connections (professional), Research, Barter, 
Trustworthy, Credit Line, Professional Specialty (Planetology), Carousing, 
Skill Focus Admin, Legal Eagle. 

Body pistol, short range communicator. 


Pirate Attack 

Vargr Corsair in Vac Suit 

Traveller 6, INIT +1, STR 9, DEX 13, CON 10, INT 10, WIS 10, CHA 10, 
EDU 11, SOC 10, AC 14 (+3 vac suit, +1 Dex), AR 3, SPD 9m, ST/LB 21/10, 
ATK: Laser Carbine +4 3d8/x2, Fort +2, Ref +4, Will +3, SZ M. 

Pilot +10, Gunnery +9, Gambling +9, T/Astrogation +9, T/Computer +9, 
T/Medical +9. 

Vessel (grav, starship, ships boat), Weapon (marksman, laser, ship’s weapon), 
Armor (light, medium, vac suit). 

Vac Suit TL-12, laser carbine, medium range communicator. 


Smuggling Run 

Richard the Aslan 

Marine 6, INIT +0, STR 13, DEX 10, CON 11, INT 10, WIS 8, CHA 10, 
EDU 10, SOC 10, AC 12/15 (+2/+5 Ablat), AR 2/5, SPD 12m, ST/LB 38/12, 
ATK Laser Pistol +11 2d10/x2, Fort +5, Ref +2, Will +4, SZ M. 

Spot +8, Demolitions +5, Streetwise +4 
Vessel (grav), Armor (light, medium, vac suit), Weapons (marksman, combat 
rifleman, swordsman, high energy), Weapon Focus (laser pistol), Zero-G 
Combat, Second Wind, Toughness, High Morale 

Ablat armor, laser pistol, personal medkit, communicator. 


Smuggler Crew in Vacc Suit 

Merchant 6, INIT +0, STR 10, DEX 10, CON 10, INT 11, WIS 11, CHA 10, 
EDU 12, SOC 10, AC 13 (+3 vac suit), SPD 6m, ST/LB 22/10, ATK: Snub 
pistol +1 1d10/x2, Fort +2, Ref +2, Will +3, SZ M. 

Pilot+9, P/Merchant +9, K/Trade Law +10, Appraise +9, Gather Info +9, 
T/Engineering +10, T/Mechanical +12, T/Electronics +12 

Vessel (grav), Armor (light, vac suit), Weapons (Marksman), Barter, 
Brawling, Connections (merchant), Zero-G/Low-G Adaptation, First Aid, Jury 
Rig, Gear Head, Miracle Worker 


Ships 

The Black Rose 

Corsair (Type P), Agility 0, Initiative +0, AC 10, Acceleration 3-G, AR 0, 
Turret 1: Beam Laser (+1, 1d8), Turret 2: Beam Laser (+1, 1d8), Turret 3: 
Beam Laser (+1, 1d8), Turrent 4: 3 Missile Racks (+2, 2d6). 20 missiles. 


Freedom’s Breath 

Corsair (Type P), Agility 0, Initiative +0, AC 10, Acceleration 3-G, AR 0, 
Turret 1: Beam Laser (+1, 1d8), Turret 2: Beam Laser (+1, 1d8), Turret 3: 
Beam Laser (+1, 1d8), Turrent 4: 3 Missile Racks (+2, 2d6). 20 missiles. 


System Defense Boat 

System Defense Boat (Type SDB), Agility +6 (+6 EP), Initiative +6, AC 30, 
Acceleration 6G, AR 14, Turret 1: 3 Missle Racks (+2, 2d6), Turret 2: 3 Beam 
Lasers (+3, 3d8). 60 Missiles 


